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NEWSWATCH 

^ the ESCOM 64? 

Pc'ShiSo^" man^acture and distribute the Amiga and 

mtroducing the C-64. « is now official that they wiU be re- 

saleable item, our 

THE GAZETTE SAGA 

f^G^zete^Sed to a“Sr£?Sior interesting: 

2 ) Essentially, the deal - ,^^®fJor Co^odoreeight-bit players: Commodore Cee, Loadstar, and CMD. 

honouring all subscriptions (quoted to Loadsto^'Js Ctof pioducmg me Gazeuc disk and 

to the magazine or mailing list. around 2200). In return they were to pay nothing for the rights 

4) ^rdtoHarf h^?S!i‘^er”^h disk. Ihis offer was unacceptable to General Media 

Personally, I find that unlikely, especiafiy when (he£Th^"^°“Ki^J^^* of diat magazine. 

Formoreinformation,refertoFender¥SfleS^'&SLW^^ 

COMPLEAT AVAILABILITY 

over recent yeaS!" A/prSeSfSlkcfiS^rekl^SS^^ sofly,atc carried on their disks 

4) "The Compleat Maurice" 27 ton of fhe T rP’ ^ Norton, 

"Th^ n. ^ . lop-or-the-Lne sohtatre card hv vt 


5) "the Compieat Progmi^er'' -Tsd^otfnf by Maurice Jones, and 

Besides the odd spilling for 

recommended. They are available diielt from iTds^rfo^^^^ highly 

Australia (see ad this issue) for $25.00 AusSi^SS^ 


Australia (see ad this issue) for 1:25 on a .^^star m thi 
"The compleat Prim Shoo" id 

Compleat GEOS" will also be available shortly. 

NEW USER GROUP 

News IS that there is an affemn# fr» ^ i ^ 

north coast. If you live up tha^ way and Commodore and Amga Ikers Group on the New South Wales 

Group, 10 Blanche Pde., South Grafton, N.S.W 2460 Commodore and Amiga Users 

LOST SUPPORT! 

Sira^'haf teen dLii'd and'die^Almf^^i’^'^^^* ‘*'f ^-biis. It appears as lliough the 64 

because this mSazS wifh L publication's sole concern. If this is tiic c^e, it is a great pity 

aware of It is thfrefr.r.1 ^ • through new^gcnLs, was the only support many Commodore enthusiasts were 

apparent lesseninv of I more imperative that C.N. become more widely known and distributed. As a result of this 
8 upport, 1 will be working on an ^^introduce a fricnd^^ promotion over Uie next few issues. 
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Well, it's July 1995, and Commodore 
Network celebrated its third anniversary 
last month. Not many Commodore 
publications can lay claim to a three year 
unbroken run of recent years, can they! 
We didn't do anything too spectacular to 
celebrate our birthday, just a slight 
alteration to our banner thanks to Artie! 

However, these last few months have 
seen some quite horrendous delays in 
issuing these last couple of editions, and 
some of you have begun to wonder about 
C.N.'s future. This is understandable, and 
IVe tried to keep you all as informed as I 
can. Please bear with us. Hopefully we 
are over the worst and can get back to 
something like around the tenth of the 
month for our publication date. 

ARTICLES 

As I announced last month, we are in 
searcii of more articles on almost any 
subject pertaining to the Commodore 8- 
jaits in a bid to offer our readers more 
infonnation covering a wider range of 
subjective interests. There is a vast pool 
of knowledge out there, trapped behind 
walls of shyness, insecurity, or 
indifference. We cant do much about the 
indifference, but we can, and will, help 
anyone who would like to contribute to do 
so* So, whether you be a current 
subscriber or not, whether you are a 
natural-born author, or cant put two 
words together to save yourself, it 
doesnt matter, I'd like to hear from you! I 
can arrange articles to be ghost-written 
for you (someone else does the writing, 
you just supply the information), and we 
are quite happy to allow the use of nom- 
de-plume's (false names) if that is 
preferred. 

Also mentioned last month was our need 
for more original and new software for 


Disk-Coverer. We have had a number of 
excellent subscriber-produced programs, 
and graphics as well as GEOS fonts and 
graphics carried on these disks over the 
few years C.N. has been in existence, 
but, naturally enough, we'd like to see 
more. If you have something you feel 
may be of interest, send it in. It will be 
appreciated, and it's a great way to 
extend your subscription! 

Remember, Commodore Network is not 
just the number of hours Warren 
Naismith and Artie Stevens can put in to 
producing the magazine each month, the 
amount of time Bev Brown can spend on 
producing the disks, or the number of 
dollars you pay for your subscription. It's 
the articles written by a Gordon Wormald, 
John Buckingham, Jane Jones, Euan 
Fry, or whomever. It's ithe programs 
produced by Ross Archer’ Marc Walters, 
Peter Boothman, Doreen Horne, and 
others. Wouldn't your name look good 
listed amongst these? I think so! 

THE WRITE STUFF 

f was hoping to have the range of Busy 
Bee software available this month, but, 
unfortunately, the labels haven't arrived (I 
have the masters). This is entirely my 
fault, since I forgot to send the necessary 
money (guilty grin). My apologies to 
anyone who is waiting on this software. 

Other than that, C.N. will be offering 
FULL support for the Busy Bee range, 
and we hope to be able to include 
modules for The Write Stuff and other BB 
software on future Disk-Covereris as and 
when available. ■ 


Warren Naismith - Editor 
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GeoDate 

& 

Calendar 1995 


TTiis month, we Review GeoDate photo albums, ready to place on the 
and CaJendarl995 by Michael D appropriate geoPaint page. Using a 

Pearson UK, and distributed in calendar for the current year, it is j^om me ulu^i. _ , 

Australia by Malcolm Brumaley not difficult to quickly organise the tnaxiOBLIQUE, is provided 

files, and then print out a whole ’ - ^ olonp 


and decorative headings. As 
before, these seven files contain the 
seven possible configurations for 
any month, i.e. the 1st starts on a 
different week-day in each page. 
Since all tlie pages' dates range 
from one to thirty-one, you will 
need to edit out the latter when 
necessary for the shorter months. 
As all die files are a single Pub 
page, there should not be any 
conflict among the different 
versions of Pub available, but as a 
matter of interest to you, Michael's 
Pub version is vI.O 11/24/87 [that is 
24Nov87] - yes another different 
one !. [Refer back to the CN Sept94 
column]. 

Again, the month headings are 
conveniently provided in photo 
albums, reaefy to place on the 
appropriate geoPublish page. 
These headings incorporate the 
complete top of the 
are decorated slightly differently 
from the other. ITie font used by 


SA. 

The GeoDate you create with, 
comes in two different forms - 
geoPamt or geoPublish. The 
overall concept of GeoDate is to 
allow you to create and customise 
your own Calendars. Tlie suite of 
data files provided allow you to 
produce professional looking 
appointment-style calendars in A4 
size. There are four different styles 
ot Calendar making in GeoDate. 
The four different styles of 
Calendar set-up are referred to 
here-after as 'plain', 'a', 'b', and 'c', 
as shown in the diagram. Tlie main 
font used in the calendars is 
MegaCAL, which is a very clear 
and easy to read font. 

The geoPaint GeoDate consists of 
geoPaint files, in either of the four 
styles, prepared with headings. 
There is one dateless template - file 
zero, and seven date inclusive 
geoPaint files - one to seven, that 
require only the month titles. Tliese 
seven files contain the 
seven possible 

configurations for any 
month, i.e. the 1st starts 
on a different week-day 
in each page. Since all 
the pages' dates range 
from one to thirty-one, 
you will need to edit out 
the latter when 
necessary for the shorter 
months. 

The month titles are 
conveniently provided in 


-—,-r—-- „„ die B side of this disk, along 

new years worth of elegant monthly completed month exan^le 


calendars for yourself. The 
GeoDate paint-set I have viewed 
consists of the style 'plain', with a 
patterned cube on the top comers, 
the month title' fits neatiy in 
between them. A geoWrite 
document file is provided on Side B 
for your information, on this 
double-sided Cl541 disk, and the 
?D GEOVIEVv’ me vicwei lk:cu 
added to Side A for your 
convenience for viewing the 
geoPaint docs. [Initially, there was 
a bit of a mix up when Side B had 
not been sent with the Review 
copies, but a replacement disk was 
sent by Michael from the UK, to 
clear up the confusion]. 

The geoPublish GeoDate consists 
of geoPublish files, in either of the 
four styles, prepared excluding 
headings. There is one dateless 
template - file zero, and seven date 
inclusive geoPublish files - one to 
seven, that require only the month 
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for you to use as a guide. The 
GeoDate Pub-set I have viewed 
consists of the style 'c', with the 
heading blank, where the month 
heading fits neatly. A geoWnte 
document file is provided for your 
information on this double-sided 
C1541 disk. 

c *1 oos tVip- loct disk ir* 
this Review, and was itself 
produced from GeoDate files 1. 
This disk contains pre-made, ready 
to print out. Calendar pages for 
each month of this year [sorry Tm a 
bit late for the first half). A mixture 
of the four styles has been used 
throughout the pre-made Calendars, 
along with snippets of Michael's 
own humour. The printouts look 
very good, and when printed with a 
smoothing 6-pass Epson driver, the 
finish is perfect for hanging on 

walls. All of the four styles look 

veiy good printed and displayed. A 
geoWrite document 

_file is provided for 

your information on 
this double-sided 

C1541 disk. 

You may, at some 
time, have thought 
how nice it would be 
to print out your own 
Calendars from 

GEOS, but realised 
that it would take 
much more effort than 
you wanted to put in. 
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Well, Michael Pearson's GeoDate 
has taken the pain out of the job, 
leaving you with the gain - a 
Calendar at your fingertips in 
GEOS. The author bought of 
everything, including the differing 
tastes of differing people regarding 
the heading decoration, and styles 
of calendar set-up. All you have to 
do is figure out which style you 
want - 'plain', 'a', 'b', or 'c', and then 
whether the Calendar be in 
geoPaint or geoPublish files for you 
to prepare your own Calendar 
years, or select the Calendar year 
all completely ready made, and 
ready to print with no input from 
you !. Really, it is much more 
simple and convenient than what it 
sounds here. How useful this 
product is to you, of course, 
depends upon your imagination as 
well. While Michael has saved you 
from re-inventing the wheel, so to 
speak, there still is some work and 
thought that you need to put in. 

Michael has taken a lot of time, and 
put in a super effort to get his idea 
into a marketable form, where 
anyone can benefit His concept is 
extremely flexible and can be used 
to your own advantage. But when I 

woe flip Polf-rirtof^ it 

- - -o . J 

occurred to me that from what I 
know of GEOS users, while some 
of you will be able to find a use for 
^ch and every style of this great 
idea, tl^re will also be some of you 
who will find no use for it at all !. 
Such is the way of the world. But, 
if you want a new fresh looking 
Calendar on your wall eveiy year 
that you can say you produced from’ 
yom Cc^odore and GEOS, then 
Nlichael s Calendars are the way to 
go for you. My favourite of the 
four styles is the ‘plain’ one, [I 
dunk It may have been the first, but 
I <»uld be wrong], the one that 
probably started Michael off on his 
great Calendar creation, with the 
others being variations on the 
theme. Can't help it, that one looks 
the nicest on the wall to me !. 

The disks can be purchased direct 
for £3.99 each disk/style {plus 
£1.50 each S&H for overseas 
ordem] [ £ = English pounds 
Sterlmg only] from Michael D 
Pearson 31 Saxon Close Stratford 
Upon Avon Warwickshire CV37 
7DX UK. Enquire further for price 

and shipping details. [Allow for 
conversion rates and bank charges] 
Or in Australia for $12:00 each 
disk/style {plus $1:00 each S&H 
for overseas orders) the disks are 


distributed by Malcolm Brumaley 
4 Barbara Avenue Morphett Vale 
South Australia 5162. ^^quire for 
price and shipping details. 

Readers Three Wishes 
And All That... 

From Ted Woodwell of Garran 
ACT, "This stoiy [of my Life and 
Times for family] has about another 
third not printed and I have to get 
around to slotting it in where it fits. 
It was put down as I remembered it 
and not in proper order. I had 
thought of moving it to GEOS and 
on a couple of times I have 
attempted to do this especially since 
I got Perfect Print [GEOS LQ]. I 
have broken up the Superscript 
files into smaller files before 
converting them to GEOS 
[geoWrite], but I have quite a 
problem making the fonts stick 
after several pages. I guess I will 
just finish Sie stoiy using 
SuperScriptl28 and then using Big 
Blue reader move them over to MS- 
DOS files and get iny son to print 
out a couple of copies on his C^on 
printer. 

Also is there any way you can limit 
the page length in geo Write without 
iiaviug to count each line ?. Wliai 
is wanted is a side ruler like the one 
at the top of the page only going 
down the side. I have geoPublish 
and I guess I could tiy that but I 
haven't really tri^ too hard with 
geoPublish despife having it.since it 
first came out. [These days] you 
can buy boxes of ex government 5 
1/4 disks at auctions in Canberra 
but they put up several himdreds in 
each lot and they are mixed HD and 
Dp. I find a light spray on the label 
with WD-40, let it stand for a few 
ininutes, then carefully peel the old 
label off. I have a bar magnet 
which I pass over the disks which 
wipes them clean. Of course I do 
that up in the garage away from my 
computer and good disks. It works 
well also on old IBM formatted 
disks which sometimes refuse to 
format when put in to the 64 or 128. 
A quick wipe [with the magnet, on] 
both sides and the disk formats 
perfectly. 

I saw a bit on using the hard drive 
on an old IBM compatible 
Sheeted to a 64/128 by a cable 
tHat allows the 128 to access the 
Have you heard of it 
do you know if it works ?. Old 

h J/ ® ^ had for a song 

“ *^ 1 -^ its probably 

worth out laymg the $100 or so for 


the cable and disk with the 
program. Well cheerio, hope I 
haven't taxed you to much with this 
long letter". 

Gg, Thanks Ted, you are always 
welcome and it is good to hear from 
you again. The problem with fonts 
not sticking in geo Write seems to be 
an on-going concern. If you are 
changing the font of a whole page, 
select the current page from the 
options menu, with select page (or 
C=Vf. Then click on the font menu 
and click on the required font and 
point size. The whole page should 
then redraw in the new font. 
Contimie this method until the 
whole document is changed. 
However, please notice that if the 
new font size is smaller, some text 
from the next page will have 
intruded below the new font, and 
this text then requires changing in 
the same manner. For more 
information on geoWrite menus and 
fonts, refer to the section 'GeoWrite 
Part 1 The Menus' in The World of 
GEOS HandBook W 

A better method of changing the 
font is to use Font Changer, a 
program written by Jim Collette. 
[WrongisWrite v8.1 by Joe Buckley 

uu^u Uiufi^c u 

documents'font - see below]. Font 
Changer will scan through your 
existing geoWrite file and replace 
all occurrences of a selected font 
with any other font. It will only list 
fonts that it can find on disk, so you 
should alw^s have the fonts that 
were used in the file, on disk. You 
are prompted for the new point size. 
The fonts are then changed, and the 
geoWrite file will be updated to 
disk. One interesting thing that I 
have noticed, is that Font Changer 
will not recognise a Perfect Print 
font if it is already used within a 
document, but it will allow you to 
select a PP font to change to !. 
Font Changer is available on the 
Collette Utilities disk which is 
available from Creative Micro 
Designs Inc. (CMDj Po Box 646 
East Longmeadow MA 01028 
USA. Enquire for prices and 
shipping details. [Allow for 
conversion rates and bank 
charges]. For more information on 
the Collette Utilities disk refer to 
the publication 'GEOS in Review'. 

WrongisWrite v8.1 is available on 
Storm Systems Disk I from Storm 
Systems Joe P Buckley 464 Beale 
Street W Quincy MA 02169-1307 
USA. Enquire for price and 
shipping details. Although 1 belie\>e 
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that this disk is now also available 
from Performance Peripherals 
Europe Michael Renz Holzweg 12 
53332 Bornheim GERMANY. 
Enquire for price {DM} and 
shipping details. [Allow for 
conversion rates and bank 
charges]. 

As far as limiting the page length in 
geo Write, the page break command 
available from the page menu (or 
C=L} can be used when you have 
reached the maximum number of 
. lines that you want in your page. 
GeoWrite will automatically page 
feed to begin printing on the next 
page accordingly. Thanks for the 
useful information on removing 
labels and blanking old disks. 
Apparently, as time goes by, the 
only way we will be able to get 5 
1/4 disis, is second-hand. Maybe 
this will cause a rush on CMD's 3 
1/2 " FD-drive series !. 

Paul Gardner-Stephen of 
Morphettville SA, is the talented 
author and creator of 64NET - the 
method of using the hard drive on 
an old ATs or 286' IBM 
compatible, connected to a 64/128 
by a Cable, that allows the 
Cnmmndnrp tn nrress the hard 
drive. I asked Paul to give me the 

'specifi cs^ on _ his C able _ and 

program for readers. Users need a 


special Cable which connects to the 
USER Port on your Commodore, 
and it conneas to the Printer Port 
on the PC. A server program is run 
on the PC, and a small wedge is 
run on the C64/128, which allows 
the user to redirect the device 
number to the PC hard drive. The 
amount of MEG disk storage space 
you have, depends upon the hard 
drive. 64NET works on a C64, also 
under GEOS64, on a C128 {GEOS 
unknown}, and with a FLASH8 
speeder on the C64. GEOS drivers 
for 64NET are being written by 
Falk Rehwagen of Germany. 

64NET has a loading speed {from 
the PC hard drive} of 45K per sec 
{174BL} with a C64 and FLASH8, 
or normal C64 operation loading 
speed of 9 to lOK per sec {40BL}, 
or on Cl 28 a loading speed of 16 to 
20K per sec {80BL}. A Shareware 
version of 64NET is available on 
the Fish Bowl' BBS, run by Paid 
Gardner-Stephen, on {08} 2771361 
and supports 14.4K baud. A 
'Registered' package of 2m Cable 
and programs is available for 
*$75:00 {if a longer Cable is 
required, arrangements can be 
made}. {*} The price may vary 


slightly from dealer to dealer. 
Contact Paul Gardner-Stephen on 
{08} 277 7479, and also distribiUed 
by Rod Gasson {08} 322 2716 
{includes credit card facility}, 
distributed interstate by Russell 
Alphey {03} 427 8558 AHrs. I have 
not seen or used this product, but 
from all the excitement flying 
around about it, it is probably safe 
to say that Paul has created a good 
thing for all Commodore users who 
also have a PC. That about covers 
it Ted By the way, I found it hard 
to put down your 'Life and Times of 
Ted' Publication, thanks for 
sending it for me to read 

From Bodo Schwarz of Bulli NSW, 
"Whilst working cm a project with 
geoPublish {GP}, I stumbled onto a 
way to emulate the 'first page' 
option [of geoWrite] in GP [also 
last page' if you like}. If you enter 
define a 'text area over the lieader' 
and/or 'footei", but don't enter any 
text in it, it will hide the 
lieader/footer' on the page you 
formatted that way, and the 
lieader/footer' will not be printed. 
Tm sure other people have 
discovered it, but I've seen nothing 
documented on it". 

Gg. Thanks Bodo. I stumbled upon 
the 'define a text area but don'f 
efa^ anything'trick tdhide whdfis 
underneath myself, but I never 
really thought that much of it. 
Except perhaps to remind myself to 
think ahead and avoid that kind of 
thing, so that strange things didn't 
occur when I didn't expect them to. 
It didn't occur to me to regard it as 
a type of 'feature', although I have 
used the square to hide things. The 
other tools, square/rectangle, 
circle, arid closed spline, can also 
be used in the same way. You just 
set their attribute box to define the 
object as 'nothing' with 'no object 
defined and with no outline'. 
Interesting bit of lateral thinking on 
your part Bodo, thanks. 

From Robert L Lx)rd of Wodonga 
VIC {Graphics Company fame}, 
"To keep your Catalogue up to date, 
I have enclosed images from the 
Belgium Collection 11. Watch out 
for the third {and final} Belgium 


graphics service and user support. 
Robert's Graphics Company 
provides Artwork for the 64/128, 
and covers not just GEOS, but 
PrintShop and PrintMaster 
graphics, Doodle! and Koala 
pictures, PCX pictures {ready to 
convert}, along with special 
conversion services, catering for 
both 5.25 and 3.5" disk formats. 

Next month, we take a look at 
GeoCanvas64 v3.0 - the one no-one 
has talked about yet Until then, 
happy GEOSing. 

Send in your comments, or great 
GEOS discoveries, and I will 
respond when I can in this column, 
unless you wish a private reply, in 
which case please s^d a 
SS A {Business }E and I will wnte 
you back. Special thanks to Rick 
Coleman {Photo Mover fame}, our 
USA GEnie BBS correspondent for 
your continued support, and to 
Michael Renz {Performance 
Peripherals Europe}, our German 
correspondent, for your continued 
support 



The’Worid of (SEOS HandBooR 
Series {1, II, III}, GEOS in Review, are 
currently available from JMV Grafix 


Collection which will be available 
soon. I am still enjoying your 
column - keep up the good work. 
Many thanks for your past support 
and I hope I can be of assistance in 
the future". 

Gg. You're welcome Robert. I 
hope that many other GEOS users 
are availing themselves of your 



<nv 

Aratix 

The Handbook of Commodore Disks $15 
The Handbook of Canmodore 128 $15 
The Handbook of Commodore 64 $15 
World of Geos Handbook $15 

World of Geos Handbook II $15 

World of Geos Handbook III $15 

Geos in Review $10 

Prices include Postage and Handling 
within Australia, and are quoted in $A. 
Overseas orders please add $A5.00 


<KV 

PO Box 635, Blair Athol, 
South Australia, 5084 
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Well youVe piobably noticed that 
the "CLUBLINKS" column has 
been appearing only each second 
month. This is because things are 
fairly static as far as news on the 
club fronts goes so both Warren and 
I decided that having the col umn 
only each second month would 
allow the use of more articles in 
CN. Please don't think that we do 
not want your news from the clubs 
anymore. We will sdll be be 
providing you with all the up-to- 
date club happenings cither through 
this column or in NEWSWATCH 
section. 

The new 8-bit club in Canberra 
called the ACT8CC has been going 
for a few months now. For any 
64/128 users in Canberra, Gordon 
Wormald, the leader of this new 
club, will be happy to provide you 
with any information regarding 
meeting times and dates. His phone 
number is (06) 258 2259. Meetings 
arc held at least monthly at low-cost 
venues such as members homes and 
are devoted mainly to 
demonstrations, tutorials or 
discussions. 

IVe also heard rumours of a second 



Group has to offer. 

Over the next few months many 
groups will hold their AGM's so 
diese groups will be looking to their 
members to fill committee 
positions. Once again I ask that you 
don't all let the same people do it all 


new club being set up in Canberra ^ 

. .1..' T _ _ Cl • vou IcaVc it uu io iuc same 


out lu uiiLc 1 caiinoL coniirm it one 
way or the other. The south coast 
(Batemans Bay) section of the old 
Canberra club has still not decided 
on a new name but the club is in a 

strong position with plenty of - , , r i u v 

mterest shown by the members and *ose who have regular changes of 
ocal iKers. There appears to be no committee each 
publicity in the area about support of their 


you icavc it up to uic same 
people all the time to do all the 
work the club just tends to stagnate. 
A few new faces on a committee 
can make all the difference. The 
successful clubs «it the moment ate 


the club and that is good, 

Melbourne Commodore 
^ tunning a series 
rilA^ttalia with the 
s outlming individual clubs 


year and the 
members. New 
committee people usually bring 
fresh ideas or a new direction to a 
club. So at AGM time if you've 
never been on your clubs' 
committee then please consider 


each month in its newsletter. Kyour I?” 

club wants to be included just ^te standmg for a committee 

or phone Ivan Blitz, ids phone 

number is 059 68 9323 and his successful newsletter 

address is PO Box 537, Cockatoo, competition we ran last year is up 
Vic 3781. ’ ’ and running again. It's easy to enter. 

^le we've got Ivan in the 
limelight you may not know that 
Ivan K also involved with The Hills 
04 Group which is an informal 
g*oup of users who have pooled 
their resources and can provide 
users with software, both 
commercial and PD, magazines and 
h^dware for next to nothing prices. 

For newcomers to the 64/128 the 
group provides a help group and 
can provide information and articles 
irom over 2000 computer 
magazines. Contact Ivan if you 
want to know what the Hills 64 


Just send me your club's newsletter 
and your club could become the one 
with the best newsletter. Judging 
will take place later on in the year 
and prizes etc will be announced at 
a later date. 

See you all next month. 

The address for this column is 



or phone (042) 97 3159 or fax (042) 
97 6118. 

BUCKY 

CLUB LIST 

This is a list of some of the user 
groups in Australia and New 
Zealand that cater for members 
with 64's or 128's. If you want any 
information or details about the 
club contact the person listed or 
write to the address shown. There is 
also a list of mail/postal groups as 
well. If you write to a club please 
enclose either a stamped self- 
addressed envelope, a stamp or 
reply coupon for your reply. 
Remember that school and public 
holidays as well as local events can 
affect meeting dates. ALWAYS 
check with the club contact first At 
the moment Telstra is progressively 
introducing 9 digit numbers in 
Australia so please bear in mind 
that some phone numbers listed 
here may now be incorrect 
especially those in the Melbourne 
area. 

Listings marked with an asterick (*) 
have been altered since last issue. 

AUSTRALIA 

A new Commodore and Amiga 
club is being formed on the north 
coast of New South Wales. They 
are interested in making contact 
with any Commodore 8-bit or 
Amiga owners within the region, 
the address to write to for further 
details is: North Coast Commodore 
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& Amiga Users Group, 10 Blanche 
Pde., South Grafton, N.S.W., 2460. 

ACT8CC (Canberra 8-bit club), 1 
Kitson Place, FLOREY ACT 2615 
- contact Gordon Wormald (06) 258 
2259 for all information regarding 
this club. 

Albuiy/Wodonga Ccxnmodore User 
Group Inc, PO Box 1014, 
ALBURY NSW 2640 - 1st Tuesday 
7.30pm Gas & Fuel Corp Building, 
Hume & Townsend Sts, Albuiy - 
Rod Graeber (060) 21 3703 

C64 Developments Inc 
(Wollongong C64/128 Club) PO 
Box 150, UNAI^ERRA NSW 
2526 - 2nd Friday 6.30pm 

Unanderra Community Centre, 
Princes HQghway, Unanderra - Jeff 
Gale (042) 71 5098 


(03) 846 4217 

Yarra Valley Computer User's 
Group (formerly Yarra Valley 
Commodore Users Group), c/- 13 
Cumberland Cres, CHIRNSIDE 
PARK Vic 3116 - 1st Tuesday 8pm 
Lilydale Elderly Citizens (Tlub - 
Jason Huxley (03) 728 4163 


Commodore 64/128 Club of NSW 
PO Box 244 WARJDLLA NSW 
2528 - 3rd Wednesday 7.30pm 
Minchinbi^ Neighbourhood 
Centre, Minchin Rd, Mi^hinbuiy - 
Laurel Nicol (Secretary) (02) 628 
3516 or John Buckingham 
(President) (042) 97 3159 




— y '1. '-•i.vycip 

Inc, PO Box 1578, HORNSBY 
NORTHGATE NSW 2077 - 2nd & 
4th Wednesdays 7.30pm St Leos 
College, Wahroonga - Allan Hall 
(02) 476 4929 

^Commodore User Group (ACT) 
Inc, PO Box 409, CURTIN ACT 
2605 - This group has now folded 
but the meetings on the south coast 
at Batemans Bay are still held - 
Batemans Bay meetings 3rd 
Saturday Pearly Beach Baptist 
Church Hall - phone Matt 
Blydenstein (06) 281 2714 for AT T 
information regarding this group. 

Muswellbrook Combined Computer 
Group, PO Box 648, 
MUSWELLBROOK NSW 2333 - 
contact Jim Shorter on (065) 47 
9144 for meeting details. 

Tuggerah Lakes Commodore Users 
Group, PO Box 659, TOUKLEY 
NSW 2259 - phone John Davies 
(043) 93 1921 for any information. 

Melbourne Commodore Computer 
Club Inc, PO Box 177, BOX HDLL 
Vic 3128 - 2nd Wednesday 7.30pm 
Courtyard Rcxjm, Nunawading 
Civic Centre, Whitehorse Rd - 
Bcmie O'Shea (President)(03) 438 
1625 or Bob Morrow (Secretary) 


South Australian Commodore 
Computer User Group Inc , PO Box 
427, NORTH ADELAIDE SA 
5006 - 1st & 3rd Mondays 7.30pm 
North Adelaide Primary School- 
Phil (08) 381 8444 

Southern Districts Computer Users 
Club Inc (Adelaide), PO Box 991, 
MORPHETT VALE SA 5162 - 3rd 
Wednesday 7.30pm Home 
Economics Room, Christies Beach 
High School (West), Beach Rd, 
Christies Beach - Robert 
Cloosterman (08) 382 0781 


Cairns Commodore Users 
Group J>0 Box 7, EARLVBLLE Qld 
4878 - 1st Tuesday 7.30pm Cairns 
Education Centre, Greenslopes 
Road, Edge Hill - Bruce Bimrose 
(070) 54 1949 


Group (Qld) Inc, PO Box 274, 
SPRINGWOOD Qld 4127 - 1st 

Tuesday 7pm Bardon Professional 
Centre - Gordon Wright (07) 299 
7789 

Woombug 8-bit - 4th Saturday each 
second month 1pm - 4pm Tea 
Room, Masons Hall, Hill St, 
Woombye - Scott Roseboom (074) 
48 5845 

Tasmanian Commodore Users 
Group, GPO Box 673, HOBART 
Tas 7000 - 3rd Wednesday 7.30pm 
Derwent Regional Libraiy, 
Glenorchy - Stephen Cook (002) 47* 
9985 

NEW ZEALAND 

As well as from the clubs listed 
below information regarding any 
clubs in New Zealand can be 
obtained from Jim Mullen, 110 
Main South Road, OAMARU 
Phone (03) 434 6026. 

Cliristchurch Commodore Users' 
Group Inc, PO Box 4665 
CHRISTCHURCH - 4tli Tuesday 
7.30pm Philipstown School - Dave 
Maguire (03) 348 5976 



Kapiti Commodore Users Group, 
24 Makarini St, PARAPARAUMI - 
1st Friday 7.30pm Kapiti College, 
Margaret Rd, Raumati Beach - John 
Hughes (04) 298 4349 

Manawatu Commodore Users 
Group, 83 Havelock Ave, 
PALMERSTON NORTH - 1st 
Monday 7pm St Marks Church Hall 
- Sydney Mounsey (06) 357 9858 

N.Z. Commodore Users Group Inc, 
PO Box 2878, WELLINGTON - 
now folded 

Otago Commodore 64 Club 
(Dunedin) - contact John Knight 26 
Estuaiy Crescent Fairfield Dunedin 

Whangarei Combined Computer 
Club - contact John Pitt (09) 438 
6651 for all information regarding 
this club. 

POSTAL GROUPS 

Most of these groups are mail based 
groups that cater for those users 
who are not able to attend a normal 
club or want to join a second club. 
Most provide a regular newsletter 
and give voii access to PD 
programs and program information 
as well as give you the opportunity 
to meet other members through 
correspondence or phone contact. 

GeoCLUB (GEOS users) c/- Peter 
Hunt 70 Betula Street, DOVETON 
Vic 3177 - Frank Cassidy (03) 791 
4991 

Hills 64 Group PO Box 537, 
COCKATOO Vic 3781 - Ivan Blitz 
- (059) 68 9323 

Plus4/C16 Users Group 36 Western 
Highway, BLAXLAND NSW 
2774 - Tony Ellis (047) 39 1528 

The Old Codgers (over 40's) 18 
Windsor Street, EDGEWORTH 
NSW 2285 - Gordon Screen 

Woombug 8-bit c/- Post Office, 
WOOMBYE Qld 4559 - Scott 
Roseboom (074) 47 9985 

Meeting 64/128 Users Through llie 
Mail C/- Francis Redmond, Route 
7, Box 7614, PALESTINE, TX 
75801, USA - Francis Redmond 

Many regular clubs can also cater 
associate members as 
well. In most cases out of area 
rmmbcrs would be most welcome. 
Check witli your local club. 
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CF is dead - long live CN! Yes, tlie 
sad demise of the lads over in die 
UK will leave a bit of a void in 
terms of C64 coverage, particularly 
in the area of entertainment 
software, and thus ifs up to us here 
at CN to dig deeper and provide 
that extra special ingredient which 
keeps readers coming back So 
diafs just what we're going to do - 
keep up that coverage which we 
know you're all after. And if it's a 
game you're thinking of now, then 
you've turned to the right page. 

It's a jam-packed July column 
coming your way too, with a 
special feature on the American 
software company Accolade and 
two of its acclaimed games, and 
some of those always-requested 
pokes and cheats to ensure that 
you're keeping one step ahead of 
the nasties that seem to like the 
colour of your shirt. As HKM 
pointed out in On the Scene some 
time ago, the past six months have 
seen some fifty games and thirty 
previews released by our friends 
over in Europe, where the 
Commodore 8-bit world is almost 
as aUve as it is here in Australia. On 

UlllCl CSiLlC U1 UJ.C r-VClcUiLlC ^LLOiU 

their point of view) the US scene is 
still lacking along, and games don't 
seem to have quite the rarity of the 
fish. Some gamers can be just as 
possessive about their software 
though! 

ACCOLADE 

This iMue I'm casting my mind 
(net.) back a few years to the shelf 
ume of Accolade's two racing 
blockbusters. Test Drive U and 
Grand Pnx Circuit. You'll be a 
happy gamer if you've netted either 
ot these two at some stage in the 
past (all right, no more fishing 
puns), but for those who are 
surviving without diem there are 
usually plenty of copies lloating 
around die mail-order companies. 
Tlie petrolhead group was the target 
of a number of companies in the 
early nineties, with Gremlin 
cashing in on the phenomenal 
success of its Magnetic Fields team 
on several formats, the most notable 
of which on the Commodore was 
probably Supercars. Accolade 
wasn't far behind though, and two 
ot its better pieces were 
undoubtedly the ones aimed at 
lovers of fast road cars and fast 
track cats. 





ACCOLADE 
TEST DRIVE II 



Test Drive 11: The Duel first saw 
light of day in 1989, a Distinctive 
Software production which was 
exactly that. Its p^equel had been 
around the traps Tor some time 
beforehand, raising eyebrows with 
flashy presentation and attention to 
detail in mechanical tenns. 
Accolade hoped to improve on the 
success of the original, and did so 
by retaining its popular titling and 
enthusiastic style but increasing the 
flexibility of the gameplay. Indeed, 
Accolade became renowned for the 
intro to the game: a sleek grey 
Porsche 959 rolls onto the screen 
and halts before the driver winds 
down the window and grins directly 
at the player. Moments later, the car 
shrieks off, pursued by the glimpse 
of a Ferrari Testarossa and the 
various opening credits. A credit to 
tliem it is, for the game itself holds 
up quite well to critical viewing. In 
terms of plot, the game is quite 
sii^le - you take control of a high- 
performance beast and duel with 
eitlier the clock or a simulated 
computer opponent. The viewpoint 
is one of sitting in the car (albeit 
with no visible hands on the 
steering wheel - now THERE's a 
good party trick) looking at the two 
or three lane road ahead (along witli 


any oncoming traffic or other 
unimportant obstacles). Slower cars 
descend from both directions, the 
rules of giving way constantly 
change according to roadside signs, 
and die general aim is to get from 
one gas station or Food Plus store 
to another as quickly as possible. 
Or as quickly as legal, according to 
the various txilice cars linins the 
strip of tarmac you've earmarked as 
a racetrack who are always happy 
to give their autographs on a little 
yellow ticket - provided they can 
catch you. 

Graphically Test Drive 11 is quite 
good, a visible improvement on the 
original which is probably a result 
of the addition of a separate scenery 
disk. The sprites are a Uttle jerky at 
times (or was that my driving?) but 
well drawn, straying away from the 
Martian look of some vector- drawn 
games witli spider frames holding 
the vehicles and everything else 
together. No complaints there, but I 
still grumble at the music in 
general. The scratchy title tune is 
ordinary, but I could've coped with 
that had there been some ingame 
music. Tlie designers could've done 
well to take note of the subsequent 
release Power Drift, in which Chris 
Butler's wizardry superbly 
combined die sound effects and 
music. Perhaps it's just my 
addiction for loud music whenever 
I take my own high-performance 
beast out for a spin, but I still 
believe that a game in which you 
spend over eighty percent of your 
time racing should have an 
alternative to either the whine of 
your flat-six or the sound of 
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crunching metal and glass. 

Nevertheless, Test Drive 11 remains 
one of my favourites. One of the 
reasons for this would have to be 
the painstaking attention to detail 
on die cars, both graphically and 
mechanically. The stable of cars to 
choose from is large: you can have 
a sleek black Lotus Esprit Turbo, a 
lightning quick RVF, or the Porsche 
from the tide screen. Ferrari lovers 
can pick either the prestigious 
scarlet Testarossa or the slim F40, 

. and Lamborghini fans can take out 
their beloved Countach. Of course, 
the token American Corvette had to 
slot into the mnge of European 
stallions as well. Each of the cars 
has its own screen of detailed 
mechanical analysis in the pre¬ 
game selection, and more 
importantly the cars respond as they 
should during the road race - the 
Esprit winds up quickly through its 
low gear ratios, and the RVF blows 
away most of its competitors on the 
long straight sections. For the 
average driver, this may not mean 
much, but it adds the sense of 
reality that so many sports car 
enthusiasts have felt was lacking in 
previous simulators. This forms a 
major part ot lest Drive U's 
enduring charm and lasting 
entertainment value. The disk 
swapping between sections of the 
game is tedious and the steering on 
the Testarossa is twitchy - but Lm 
told that that's the way ifs supposed 
to be. 

GRAND PRIX 
CIRCUIT 



This game arrived a year earlier 
than Test Drive II, but contains 
many of the same characteristics. 
As you may have already gathered 
from the name, it's a Formula One 
simulation which also originated in 
Canada with Distinctive Software. 
As you may have also guessed from 
the date, Damon Hill and Michael 
Schumacher were still running over 
each other in the lower fonnulae - 
this was the golden era of the 
McLaren-Hondas of Ayrton Senna 


and Alain ProsL The whole game is 
very McLaren-centred, but if you 
Uk^ either of the above then that 
won't be a problem. 

Again, the presentation of the game 
is very slick in true Accolade 
tradition. The specifications of the 
three cars - the McLaren, Williams 
and Ferrari - are not quite as 
detailed but do include a couple of 
nice front and rear perspectives, not 
to mention the obligatory power 
curves designed to tell you both 
what a car can do and what it's 
likely to do in the hands of an idiot. 
Similarly, the podium scene - 
should you happen to be a budding 
FI whiz - is nicely presented. The 
in-car perspective I rate very 
highly. The wing mirrors do their 
job better than those in Test Drive 
1^ and the layout of the cockpit is a 
little neater too. If the steering 
wheel blocks your view of the 
speedometer, there's also a little 
digital readout to which you can 
refer. 

Of course, the musician once again 
took too many coffee breaks and 
left the game unfinished - only 
soimd effects during the drive. On 
the grand prix simulator, however, 
it isn't quite as noticeable; people 
always get the impression that once 
you hop into that cockpit you need 
to keep an ear out for the whine 
behind you rather than the bubbly 
version sitting on the podium. In 
terms of gameplay, the handling is 
very gocxl. Instead of jerl^ 
movements of the wheel, it glides 
around easily whenever steering 
becomes a necessity. This makes 
for a nice, flowing game which is 
both enjoyable and addictive. 
Grand P^ Circuit is also a 
relatively flexible game, allowing 
for general practice, a single race or 
a complete competition. In addition, 
there is a difficulty level running 
from beginner to pro on the 
variables 
screen so that| 
you can ensure 
a tough but far 
race no matterl 
what your 
standard of 
driving. The! 
numbCT of laps 
is anotherl 
option 

determined byl 
the player, and| 
the eight tracks 
available fori 


racing - including the more famous 
Monaco, Monza, Silverstone and 
Hockenheim - should provide 
enough variety for most ardent fans 
of the sport. In short, a well 
executed game of a genre that is 
difficult to get right, and more than 
entertaining for anyone who's ever 
seen the fast cars of Formula One. 

Since the majority of the column 
has been spent on petrolheads, we 
might as well make it a grand slam 
by listing this week's cheat from US 
Gold's coin-op conversion Pole 
Position. Remember, the one in 
which your car exploded into a 
fireball every time you touched 
something that wasn't tar? 
Unfortunately ifs only for tape 
users, but if you've got it on disk 
then drag out the old datasette and 
convert it. For infinite time, rewind 
tape, enter the following listing, run 
it and then hit that play button. 

10 FOR A=320 TO 330 .-READ 
B:POKE A,B:NEXT A 
20 POKE 157,128:SYS 320 
30 DATA 

32,104,225,169,173,141,96, 
51,76,15,8 

There, that's for all the tape users 
who complain that they've been 
ignorea. were reaiiy mce people 
here at CN, we just try not to show 
it too often... 


ANYWAY... 

Ah well, looks like that's it for 
another month. While you're still 
t hink i n g about it, spare a thought 
for the lads at Accolade who put 
together two very enjoyable racing 
sims which are still popular today. 
If you've got the chance, pick one 
of them up and. 

.. GET RACING 
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FOR SALE 

Commodore 64 
Excellerator Plus Disk drive 
1531 Datasette 
1520 Printer Plotter 
2 Paddles 

All tlie above for - $ 110.00 
Amiga/Atari mouse 122 (new 
box) - $30.00 
CONTACT: 



Alastair Hay 
Ph: (09) 291-7832 

FOR SALE 

1351 Commodore Mouse - Brand 
new, still in sealed boxes. Possibly 
the last of these in Australia. All 
complete - :hu.UU post/packing 
included. 

Hie CD Games Pack - Complete kit 
to connect to any standard Compact 
Disk player to your C64. CD 
containing 30 games included. Still 
^aled in original packaging. $60.00 
including post/packing. 

CONTACT 

Hills 64 Group 

P.O.Box 537 

Cockatoo Vic. 3781 

payment should be made to Ivan 

BUtz 


Your Classified ads section. 

Free to Commodore Network 
Subscribers. 

Cost to Non-subscribers is $2.00 
per ad lodged. 

TJit^se ads run for a muximurn uj 
three issues. 


instructions - $20 

PAPERCLIP PUBUSHER - One 
disk with instructions - $10 

MUSIC MAKER POP HITS - 
Single disk - $5 

SOUND STUDIO - Single disk - $5 

EARTH ORBIT STATION - Two 
disks with instructions - $10 

A T^\ncxTTnT>x: r’OMQTTHTmrToxr 



instructions - $10 

ASSEMBLER and program 
development system for the 128, 
64, and +4 - $5 

WRITE NOW - Small word 
processor on single disk with 
instructions - $5 

COMMODORE PRO PAK - One 
disk - $5 


r%j0V\ 


SIMON S BASIC (cartridge and 
manual), original box, as new - 


EPYX Fastload (cartridge and 

$^oo“ ■ 


XETEC GR.\PHIC 
IW'rtiRFACE - with 
hook - $25.00 


PRINTER 

instruction 


Prices include post and packing. 
CONTACT: 

Ron Daniels 


2/1 Dennis Place 
Victor Harbor S A 
Ph: (085) 52 3372 


5211 


for sale 


ENTIRE STRIKES BACK - One 
disk with instnictions - $5 

V - One disk with instructions - $5 

TOP GUN One disk with 
instructions - $ 10 

HUNT FOR RED OCTOBER - 
One dLsk with instnictions - $10 

WIZARDRY IRILOGY ~ llircc 
disks witli instructions - $20 


SET - One disk with instructions - 
$10 

EASY STOCK - Two disks with 
instructions - $15 

EASY FILE - Two disks with 
instructions - $15 

TEN UTTLE ROBOTS - Single 
disk - $5 

CHOPPER MATH - Single disk - 
$5 

MOVING PICTURES - One disk 
with instructions - $5 

NffiTEOR MULTIPLICATION - 
Single disk - $5 

ASSORTED BUSINESS 

PROGRAMS - Tliree disks - $5 

PONZO COMPUTER TUTOR - 
Two disks - $5 

EXPERT CARTRIDGE V4.1R & 
V3.2 - Includes Utility disk V3.2 
and instnictions - $50 

FR^ZE MACHINE - Cartridge 
and instnictions - $35 

trivial PURSUIT, GENTLTS 
^ITION - One disk witJi 
instnictions - $10 


Please include an additional $2 for 
postage. 

CONTACT: 

Richard Pacey 
182 Mitchell Dr. 

Glossodia N.S.W. 2756 
Ph: (045) 765 927 

FOR SALE 

One 128C Computer - with users 
guide 

One 1901 Colour monitor 

One 1571 Disk Drive - with book 

and cover. 


One MPS-1200 printer 
and cover. 

- with book 

Print Shop 

documentation 

128 

with 

Print Master 

documentation 

128 

with 

Font Master 

documentation 

128 

witli 

Super Base 

documentation 

128 

with 


Pfickrt Writer 128 
Pocket Filer 2 128 


PR^T -^HOP/back-up/graphics 
pack - Five di.sks with instnictions 
$25 

PRINT SHOP COMPANION with 
back-up Two disks willi 


trivial pursuit, new 

BEGINNING - One disk and 
instructions - $10 

KWIK FILE One disk and 


Pocket Planner 

Print Shop Companion with docs. 
Paper Clip Publisher with dcK's. 
SID Player with docs 
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128 Tutor 

Paper Clip 3 - with docs 
Outrageous Pages - with docs 
Pocket Writer 2 - with docs 
Blazing Paddles - with book 
Certificate Maker - with book 
News room - with docs 
Easy Script 

Mini Office 2 - with docs 


Maverick v5 - with book 
Maverick updates/goodies. 

TOTAL $500.00 plus delivery. 

CONTACT: 

Mr. Shane Watt 
u Creaniont Dr. 

Buderim Qld. 4556 
Ph: (074) 440 693 

FOR SALE 

BOOKS 

"All About Commodore 64" - Vol. 

1 BASIC Programming - $12.00 
"Hands-on BASIC" - BASIC 
Programming - $15.00 
"Programming for Education" - 
BASIC programming - $8.00 
"Vic/Commodore Software" - Lists 
software - $2.00 

L^L. N A.x-r.rio^ oil o-i 

Assembly Language programming - 
$10.00 

"Creating Adventures on 64" - 
Programming games - $5.00 
"The Elementary C= 64" 
Programming - $8.00 
"Simple Basics" - First Computer 
Library - $3.00 

"Machine Code for Beginners" - 
Usbome Computer Books - $3.00 
"Experiments with your Computer" 
- Usbome - $3.00 

"Practise your Basics" - Usbome - 
$3.00 

"Inside the Chip" - Usbome - $3.00 
"Understanding the Microchip" - 
Usbome - $3.(W 

"Computer Sc Video Games" - 
Usbome - $3.00 

"Expanding your Micro" - Usbome 
$3.00 

"The Bumper Book of Games" - C= 
64 Games book - $5.00 
"The C= 64 Games Book" - as 
above - $3.50 

"How to Program the 64" - 

programming the 64 - $3.50 
"The User's Guide to 64/Vic20" - 
Guide book - $1.50 
"Computers" - Usbome- $3,00 
"Practical Things to Do" - Usbome 
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-$3.00 

"Program Building Blocks" - C= 64 
progr ammi ng - $5.00 

Graphics & Sound on 64" - 
Programming - $10.00 
"Commodore 64 Games" 
Computes first book - $6.00 
"40 Educational Games/64" 
Educational games programs - 
$6.00 

"Extended BASIC for C= 64" - add 
extra BASIC commands - $5.00 
"Computer World" - Book about 
computers - $5.00 

"Basic facts" - computer dictionary 
-$3.00 

"C= 64 Reference Guide" 

Programmer's guide - $15.00 
"Step by Step Programming" - Set 
of four books - $10.00 
"Programming Made Simple 1972" 

- Computer programming - $5.00 
"Commodore Buyer's Guide" - 
Software and accessories - $2.00 
"Apple Software" - Programs for 
the Apple - $3.00 

"Your Commodore" Magazines - 
46 issues, 1985-1990 - $50.00 
"Ahoy" Magazines - 52 issues, 
from No.3 1984 to Apr,'88 + 2 later 

- $6U.UU 

"A.C.A.R." - 81 issues. V#l, No. 8 
to V10, No.2 -$100.00 
"Compute Gazette" - Issue #8 to 
#71 and most til 6/90 (80) - $100.00 
"Compute" - Broken range from 
1983 through '89 (37) - $40.00 
"RUN" - 86 issues, missing 

volumes 1, 31, 52, 57, 62, & 63 - 
$100.00 

"Commodore" Magazine - 50 

issues, vol. 4 to Vol. 8 - $50.00 
"Conunodore Computer 

International" - 25 issues from 1986 
to 1990 - $25.00 

"Transactor"Magazine - Vol. 5 No 
4/Vol. 6, No. 1 - $2.00 

"Commodore Micro Computer" 
Magazine - Vol. 31,43,44 - $3.00 
"Power Play" Magazine - Jan. '86 - 
$1.00 

Assorted Games tips etc. - Mag 
cutouts from ZZap, etc. - $3.00 
Assorted Magazine duplicates - 30 
varying titles - $30.00 
Delivery costs are extra! 
CONTACT: 

Dave Evans 
439 Main Rd. 

Ballarat Vic. 3350 
Ph: (053) 31 5241 



WANTED 

Multiplan 128 (with/without docs) 

CONTACT 
Ernie Taylor 
2 Peach Grove 
Laurieton N.S. W. 2443 
Ph: (065) 59 8041 

WANTED 

Compute! Gazette - all of 1985 
issues 

" " " " - all of 1986 issues 

" " " " - Jan, Feb, Mar, June, 

July 1987 

" " " " - June 1988 

A decompiler for PETSPEED 
The Smart 64 Terminal, program 
and manual 

Repair manual for 1541 
Repair manual for 1541 11 
Repair manual for 1230 printer 

CONTACT: 

Jack Staunton 
12 Wallace St. 

Blacktown N.S.W., 2148 
Ph: (02) 622-1865 

FOR SALE 

600 or so Compute! Gazettes 
200 issues of RUN magazine 
500 A.C.A.R. 

200 Compute! 

70 Ahoy 
and more 

all at between 20 cents and thirty 
cents each 

CONTACT 
Ivan Blitz 
Hills 64 Group 
P.O. Box 537 
Cockatoo Vic. 3781 

WANTED 

Ahoy, August 1988 
Ahoy May 1988 

will swap for any of the above 

individual magazines 

CONTACT 

Ivan Blitz 

Hills 64 Group 

P O. Box 537 

Cockatoo Vic. 3781 

FOR SALE 

1 MPS-1230 printer 
CONTACT: 

Bill Brathy 
27 Smith St. 

OldBar N.S.W. 2430 
Ph: (065) 537 540 






















Some very interesting items have 
appeared in the mail-bag tliis 
month. Here are a few for you to 
ponder. 

RAMLINK PROJECT 

First off, from E. Gordon Wormald 
of Canberra: 

1) Concerning CMD's RAMLink 
(that wonderful beastie) - I am 
wondering how many readers have 
it ? And how many of them have 
been plagued by loss of their 
battery-backed memory if the 
commercial ac. goes off while the 
computer is on ? Of course, the 
book warns of this (and even of 
possible concomitant dama*^'^^ Vmii- 
how do you guard against it? 

Well, I got fed up with reloading 
from the backup (usually losing a 
few files not properly backed up) 
^d decided to do something about 
it After all, there is no logical 
reason why such catastrophes 
should be allowed to happen. \^en 
the designers have been so clever 
about so many things m RAMLink, 
it is almost unbelievable that such a 
deficiency was allowed. 

To cut a long story short, I was 
successful in modifying its internal 
power circuitry so that it is now 
crash proof to the extent that the 
backup battery will sustain the 
memory for many hours during a 
blackout even if the computer is 
switched on (not functioning of 
course). It is possible that others 
may be able to profit from my 
experience, but no one should even 
think about following my path 
unless they can reliably handle 
some quite intricate circuit board 
modifications and are prepared to 
suffer a possible loss of warranty. 

Of course, it could be that there are 
very few people with the problem - 
maybe CMD saw the light of reason 
and rectified their design shortly 
after they built mine. However, if 
there are signs of interest I could be 
persuaded to go to print concerning 
details of the work. (There are few 
extra components involved, in fact 
three diodes and one resistor). In 
the meantime, anyone prepared to 
modify theirs can get more 
particulars via S.A.E. 

I should mention that my work on 
tliis was facilitated by a small 
current sensing unit which monitors 
the battery to indicate whetlicr 
charging or discharging, beeps 
whenever there is a changeover to 
discharge, and makes it easy to read 



its voltage and current Is there any 
interest in such a device ? 

You are a JINX!, Mr, Wormald 
(grin!), I had never encountered 
this problem until I received your 
letter. My RAMlink failed three 
times in five days (due to a fiise 
holder being loose and consistently 
"popping"'from it's connection in 
the house-hold's fuse box). 

Nevertheless, I think most RAMLink 
owners would be interested in the 
project, even if they currently don't 
feel the need for its implementation. 
As for the current sensing unit, 
once again, it is^d project I feel 
many would be interested in. Even 
though it is not directly computer 
related, / think most users that are 
into the computer projects we 
publish would be more than happy 
to build their own simple tools. 

WHAT DO YOU 
WANT FROM A 
GEOSGENIE! 

From Jane M Jones of Blair Athol, 
South Australia: 

"[Warren suggested I send this in to 
Letters Link, so here it is]. With 
the results of the survey starting to 
filter through, I would like to thank 
everyone who put any number in 
the 'GEOSgenie' square. This has 
been the first survey to include 
GEOSgenie, so to know that you 
read it (love it / hate it), is very 
welcome. From Warren's Editorial 
spiel [CN Apr95], I see that some 
readers comments have asked for 
hints and tips on graphics, including 
geoPaint, and that articles on 
'Beginners tutorials for GEOS' have 
been suggested. Before taking on 


the GEOSgenie column, I surveyed 
all the CN issues to that point [to 
Apr94] to see how GEOS had 
already been covered to ensure that 
I did not just go into repeat mode, 
and go over ground that had already 
been covered. I found the 
following that you might like to 
know ... [yes, I kept the list] 

Graphics for GEOS Aug92 : GEOS 
History and Improvements : GEOS 
distributors Oct92 : GEOS 
Availability Nov92 : Cheatsheets 
on Command Shortcuts from Dec92 
to Mar93 : GEOS for Beginners 
May93 : GEOS DeskTop / 
Beginners June93 : Beginners 
GeoPaint Ptl July93 : Beginners 
GeoPaint Pt2 Aug93 : Beginners 
GeoWrite Ptl Sep93 : Beginners 
GeoWrite Pt2 Oct93 : Beginners 
Desk Accessory Overview Nov93 : 
GEOS in Depth Converting Dec93 : 
GEOS in Depth GeoPaint & 
Scanning Jan94 - contributed to by 
many different authors, including 
Artie Stevens of course. There 
were many Reviews, many Tips, 
and PD coverage. T^ is more or 
less where it ends, before 
GEOSgenie starting up. 

Now of course, I can only speak for 
myself, but if I Subscribed to a 
Magazine that only went on and on 
and repeated the same old ground, I 
would drift off pretty quickly and 
lose interest. Along with all of 
those Beginners articles mentioned 
above, there are also HandBooks 
currently available that do exactly 
that - give 'Beginners tutorials for 
GEOS', in plain understandable 
English. Yes, I am talking about 
tlie line of JMV Grafix 'The World 
of GEOS HandBooks LU & W 
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Senes. You, and I, both know that 
I wrote and Published them, and 
made them available, so I am being 
up-front about that 

In the current market for 

Commodore 8-bit and GEOS, 

Softdisk Publishing has always 
been the leading light, with their 
Loadstar64 & 128 disk Magazine 
coverage. Fender Tucker has 
viewed all of the seven current 
JMV Grafix HandBooks, and 
Fender had this to say in 

Loadstar#! 16, about the first three 
World of GEOS HandBooks' "The 
first book is sort of like [an] 
introductoiy [to] GEOS articles. 
The second two books are for 
intermediate and advanced GEOS 
users. All use graphics extensively, 
are well written and Published, and 
explain many things that the GEOS 
manual doesn't, ... also 'The 
HandBook of Commodore Disks' 
contains information found in 
books like Neufelds's INSIDE 
COMMODORE DOS, but has the 
added benefit of being in print". 

In Loadstar# 129, Fender reviewed 
the remaining 'Tlie HandBooks of 
the C64 & C128', along with 
'GEOS in Review^, with these 
comments, "The HandBooks are 
like the Programmer's Reference 
Guide, but clearer and more up to 
date. ... I read through all of the 
books and found the information 
understandable and accurate, and 
suitable for beginning and 
intermediate programmers. ... Jane 
Jones is a serious, hard working 
Commodore user / programmer. 
I'm sure that Jane is not going to 
make a lot of money [Gg thaVs for 
sure] selling her books for $15. 
They probably cost $10 to make, 
and shipping will not be cheap. 
Everyday I run into instances like 
this that point up how tough it is to 
succeed in the relatively small 8-bit 
market. Ifs a price we have to pay 
for being a cult and out of the 


boring main stream. I wouldn't 
have it any other way, though. 
Thanks to energetic people like 
Jane Vosfcamp - Jones, C64s are 
still more fun than endless 
variations of DOOM". [My 
apologies to Fender for quoting 
him so much here, but he is a 
notable CBM authority]. 

What was my point here ?. Well, 
I'm not sure that Warren has the 
right person for writing the 
GEOSgenie column after all !. 
Why?, well because of the 
mentioned slant by readers for 
'Beginners tutorials for GEOS' [and 
this is what my HandBooks are all 
about]. I feel that I am being 
expected to put into the colunm, all 
of my learned information that I 
have previously Published in my 
HandBooks, [although I could have 
misinterpreted]. Now, I am NOT 
going to use my HandBook 

material, as I have great 
reservations about things like that. 
The HandBooks are reference 
material, there if you want them, 
and the sooner we all understand 
that the better. As you could read 
above, CN has already Published 
other GEOS Beginner material. If I 
re-used all ot my Handbook 

material into the GEOSgenie 
column, then the need for JMV 
Grafix would pretty much cease to 
exist, no JMV, no genie, no 

nothing. I need to know that I am 
wrong here, that I have 'jumped the 
gun' and simply over react^ and 
3iat you DON'T want my 
HandBook material in the 

GEOSgenie column. So, teU me 
that I am wrong ..." 

Personally / agree wholeheartedly 
with Jane. If Commodore users are 
to have any support at all, we have 
to offer support in return. And that 
means that we SHOULD NOT 
expect something for nothing! Jane 
has put in many hours of hard work 
to produce this series of booklets, 


and I'm sure most of you out there, 
should the roles have been 
reversed, would like to think that 
you could expect some recompense 
for your efforts. 

As for beginner articles within 
geosGenie, Jane does a mighty job 
with the coliunn, a fact with which I 
think everyone will agree. However, 
it is impossible to cover every facet 
of such a diverse subject as GEOS 
within a single column. Therefore I 
do plan that C.N. will carry the 
occasional "beginner" GEOS 
article from time to time. These will 
be separate from geosGenie and 
designed as introductions for 
newcomers to the operating system. 

CONNECTING UP AN 
AMIGA MONITOR 

And, via fax from Vic Majury of 
N.S.W. comes this cry for help: 

I am in urgent need of HELP! 

My 1084S monitor on my 128D 
blew a transformer - a replacement 
will cost about $160 - $170. I have 
a second 1084S from an Amiga I 
used to own. Thought it would te 
easy to hook up the 128D to this 
spare monitor! 

Commodore didn't believe life 
should be easy! Instead of a 9-pifi 
connector like my original mentor 
and computer, it requires ^ 8-j^ 
roimd connect or to plug into the 
socket labelled TTL RGB. 

My spare monitor works fine in 40 
column, but not in 80 column 
mode. 

I need a cable to go from a 9-pin D 
plug to an 8-pin round plug. I have 
the two plugs and some cable, l^^^^l 
have not been able to find the right 
connections. 

If you know, or know someone who 
can help, would you or they fet me 
know? 

OK, Vic. Here's a few schematics 
that may be of assistance: 



Gfound/shield 

Red 

G/een 

Blue 

Intensity 
no connection 
Horizontal sync. 
Uertical sync. 
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9-pin plug layout 


































You can also buy a suitable cable 
direct from CMD in the U.S. I have 
no prices for these at present, but 
CMD's address is: 

Creative micro Designs, Inc. 

F.O. Box 646 
East Longmeadow 
Massachusetts 
U.S.A. 01026 
Phone 1-413-525-0023 
Fax 1-413-525-0147 

LOADSTAR AND 
GAZETTE 

From Fender Tucker, Managing 
Editor of Loadstar (U.S.A.) 

I always enjoy getting Commodore 
Network magazine every month 
and I especially like it when you 
mention LOADSTAR. I see on the 
cover of Vol. 4, No. 5 that there's 
speculation about the disposition of 
Gazette. Here's the inside stoiy 
straight from the horse's mouth.. 

LOADSTAR of course wanted the 
names of the Gazette subscribers, 
even though many of them were 
already our customers. I asked Tom 
Netsell, the editor of Gazette, about 

nc «r»niiirin<y fhe^ mnilina lict as well 

as the "liability" of the issues that 
Grazette subscribers were owed, but 
he referred me to someone higher 
up in the General Media food chain. 
We offered to fulfil all of their 
owed issues (with LOADSTARS) 
for $1 per issue. From what we 
were told, that would be about 
20,000 issues. $1 would hardly 
cover the cost of a LOADSTAR, 
but we figured that many of the 
subscribers would be so impressed 
by loadstar's value that they 
would renew their subscriptions 
with us. 

The General Media representative 
balked at the $1 per issue price and 
said we could fulfil their liability 
and have their names (around 2200 
we were told) but no money would 
be paid. Since we knew that we 
would probably only get 1000 or so 
new "subscribers", many of whom 
would have months, if not years 
left on their subscriptions, we 
turned down General Media's 
generous offer. 

As to the wealth of programs that 
Gazette (or General Media) owns 
there was no mention. Vtn afraid 
that because of corporate 
disinterest, tJiese programs, which 
include S{)eedScript, sprite Magic, 


Ultrafont+, and other great utilities, 
are doomed to become limboware. 

Maybe CMD can cut a deal with 
General Media to keep these 
programs alive? they may be the 
only ones with the cash to meet 
GM's demands. 

By the way, I've heard that a lack of 
a supplier for the drives used in the 
FD-4000 is what caused CMD to 
discontinue it. I'm happy enough 
with my FD-2000 so I'm not too 
worried about the 4000's demise. 

The best of luck with your 
magazine. I imagine you're as 
overworked as Jeff Jones and I are 
here at LOADSTAR, but let's face 
it, is there anything else we could 
do that would be as satisfying as 
putting out C-64/128 software 
every month? 

Thanks for the inside info. Fender. 
Quite frankly, from all the 
information I 
have to hand, I 
think General 
Media really 
was expecting 
too much. 

Personally, I 
doubt whether 
even CMD can 
afford to look at 
doing a deal 
with them. Of 
course, Pm not 
prhy to the 
inner workings 
of CMD or 
General Media, 
so I suppose 
anything's 
possible! 

If nothing does 
eventuate, / 
hope General 
Media has the 
foresight and 
grace to at least 
release all its 
Commodore 
^/128 sqfrw’are 
into the Public 
Domain. 

Realistically, 
you could 

probably find 
much of it on 
^riy bulletin 
board or in any 
library 
anyhow, but it 
would be nice if 


it was official. 

Your information on the FD-4000 
pretty much matches mine. I too 
have an FD-2000 (and a very nice 
little unit it is too!), but that has 
never stopped me from having the 
occasional bout of "techno-lust" 
when it came to those 3.2 Meg 
disks! 

And you are dead right. Fender. 
Nothing beats the challenge and the 
thrill of producing a Commodore 
publication (or software). There are 
times when you are pidling your 
hair oia left, right, and centre (I 
was wondering whv mv bald natch 
was growing!), and times when you 
don't know whether there is going 
to be enough hours in the day (or 
week for that matter!). But, when 
it's all said and done, it only takes 
one letter from one person to say 
"thank you" for the work you've put 
in, and it's all worth while. Heck, I 
can 't help it, I'm an old softy! 



Superbase 64.$15.00 

(Fully Programmable Database) 

Mega Fun Pack.$5.00 

(21 Great Games) 

River Adventures Series.$5.00 

(12 Great Text Adventures) 

C-64 Reset Cartridge.$15.00 

(Plugs into Cartridge Port) 

Easy Stock.$10.00 

(Complete Stock Control) 


Call for a complete product catalogue, we have 
heaps of other games and utilities available at 
fantastic prices. 


Entertainment Software 

P.O. Box 1040 
Port Macquarie N.S.W. 2444 
Tel (065) 85-4472 Fax (065) 81-2363 
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get past the Guardians.) 

11). After the earthquake, try the 
Royal puzzle. There are several 
ways of going about it, and this is 
one of them. Down, push East wall. 
South west south, push East wall. 
North-east, North-east, North, 
North, push west wall, north-west, 
push south wall, push south wall, 
push south wall, push east wall, 
south. Push west wall, south west, 
push north wall, push north wall, 
north-east, push west wall, south¬ 
west, push north wall, push north 
wall. North-west, up. Don't be 
tempted to drop the bcK>k in the slot, 
because whilst it will get you cut, 
you will be left in a no-win 
situation. Collect your objects. 


Welcome back for another month. 
In this instalment of "Venturing 
Inn " we continue with the solution 
to Zork in, as provided by 
adventuring stalwart, Andrew 
Gormly. So let's get into it.. 

ZORK III - THE 
HINTS 


torch. Rub table. Drop Torch. If 
you like the idea of a spectacular 
death. Rub table at indicator 4, but 
again don't forget to save your 
game before hand. 

6). Use Grue Repellent. Some 
people have suggest^ that you can 
cany the lantern in the chest 
Cwaterricht-nice tonch^ to brin? it 


12). Push gold machine in jewel 
room, sit on seat. Turn Dial to 776. 
push button. Take Ring. Listen to 
the guards until you he^ them 
leave. GO to museum, hide ring 
under seat Turn dial to 948. Push 
Button. Stand up. Retrieve yom 
objects in the jewel Room. At this 
point you should have all seven 
points, the Staff, the hood and 
cloak, key amulet, book, ring, and 


1) . Trust is a virtue. Tie chest to 
Rope. Wait. Hold Rope, and your 
friend will help you as promised. 
Get Staff, but don't be angry about 
the loss of the chest. If you Ml him, 
the staff will break, and your 
adventure will be over already. 

2) . Wait until the boat arrives, and 
then say "Hello Sailor". Get vial - it 
isn't a necessary item, but handy to 
keep as an alternative for a later 
solution. 

3) . Fight shadowy figure, who'll 
arrive anywhere in the Land of 
shadow. This might take a couple 
of attempts, so save before you 
venture into his realm. When he is 
defenceless. Take Hood and cloak. 
Again, be nice, and don't kill him. 

4) . At the lake, drop everything on 
the shore, swim south, go down, 
and get amulet. Don't hang about 
too long, or you might catch your 
death of cold - literdly! For some 
special effects (having saved your 
game) take the lamp into the Lake. 

5) . Don't bother with Indicator 1. At 
Indicator 2, Rub table and get grue 
repellent. Then at indicator 3, Get 


across to the south shore, but it 
would never fit for me. 

7) . Get key. Lift cover, cross 
viaduct, but remember that this 
collapses in the earthquake which 
you should be able to feel about 
turn 13. If you're too late, use Grue 
Repellent, get key, and return to the 
south shore immediately. There 
should be just enough hfe in the 
Repellent 

8) . If the old man isn't there, leave 
and return later. Wake him and 
Give bread. Open Door. 

9) .^ Break Beam by dropping any 
object (preferably one you don't 
need). Go south and push Button. 

10) . Enter Mirror, Lift short pole. 
Push red panel until compass points 
north. Lower short pole. Push 
Mahogany until room stops. Lift 
short pole. Push red panel until 
compass points south. Push pine 
panel and exit North to Wizard's 
Door. Knock and get magic word 
"Frotz oamoo". Drop everything 
but the Lamp temporarily in the 
Engraving room. (One alternative is 
to drink the liquid in the vial, giving 
you one to two moves invisibility to 


13) . Turn dial to 4. push Button. 
Turn dial to any other number. 

Tell dungeon master to stay. Go 
into prison cell. 

14) . Tell Dungeon Master to push 
Button. Unlock Bronze Door with 
Key, and you can enter the treasure 
vault of Zork to complete the game. 

Well, that's it for another month. If 
you want to ask me any questions 
about any adventure/role playing 
games, please feel free to do so. I 
also welcome any hints and tips you 
may be able to provide. Send 
everything to me here at: 



I'll see you next montli. 
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OACK ISSUES now only $10.00 each issue. Or if you order 6 you caFi have the sixth one free 
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THE COMPLEAT SERIES $25.00 each set or $100.00 for all 5 sets, (save $25.00) 

□ The Compleat Programmer - S25.00 □ The Compleat Walt - SZ5.08 

□ The Compleat Maurice - S25.00 □ The Compleat Roaer - S25.0O 

LJ The Compleat Dave - 52^.00 

□ All 5 sets - S100.00 


Please send me the back issues circled above t- . issues 0 S10.00 = S. 

(Remember count S as 5, 12 as 10 etc) 

Please send me The Compleat Series as ticked above = S. 

TOTAL = S. 

I attach mg Cheque/moneg order for S. made pagable to JOB Softujore. 

ALL THE ABODE PRICES INCLUDE POSTAGE TO ANVWHERE IN AUSTRALIA 


OFFICIAL DISTRIBUTOR OF ’LOADSTAR 
IN AUSTRALIA AND NEM ZEALAND 
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AND I WANT TO ASK ESCOM TO START SUPPORTING 
THE COMMODORE 64 WORLD WIDE AND NOT ONLY IN 
EASTERN EUROPE. 
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If you have ever picked up a copy 
of the Loadstar disk/s and it held a 
graphics slide-show, chances are 
that Walt Hamed had a little 
something to do with the work 
being presented. This collection 
holds every piece of Waifs work 
(plus a few more!) that was ever 
included on a Loadstar disk, and, as 
such, presents some truly 
magnificent work by one of the best 
computer artists around - in fact, 
now that Wayne Schmidt has 
moved to other platforms, probably 
THE best computer artist on the 
Commodore platform! 

Th^^^ collection comes on seven 
5.25" dhiks (iiircc 3.5" ditiks) and 
contains 24 slideshows. Altogether, 
tMs adds up to a total of over 250 
pictures wifiiin the collection. 






*The Compleat Walt” 



The gmphics cover a whole gamut 
of subjects, ranging from dinosaurs 
to cars, clowns to wildlife, and 
fantasy to Halloween, and are well 
presented and often accompanied 
by text displaying the dry humour 
Loadstar subsmibers have come to 
expect from their publication, and 
some excellent music. 

WORKSHOPS 

But despite the excellence of the 
artwork put on display in this 
collection, one facet stands out 
above all others in my humble 
opinion. That is the excellent 
"Waifs Workshop" series of five 
slideshows which take the budding 
computer artist through the creation 
of a work-of-art, the Walt Hamed 
way. Although Walt uses (and 
swe^ by) the OCP Advanced Art 
Studio, the principals espoused here 
hold true no matter what art 
program is being used. 

As such, these workshops are a 
valuable learning tool for both the 


beginner and the more experienced 
alike, and, in my opinion, are worth 
the money asked alone! 

BACK TO THE ART! 

This is the hard part! How does one 
review art? More especially, 
computer art! Art (like beauty) is in 
the eye of the beholder. Some 

__drc''' ''”cr 

Pollock, others moon over Monet or 
Matisse, whilst still others rave 
about Renoit or Rembrandt 

Now, I'm not placing Walt in the 
same class as those inimitable 
gentlemen just mentioned (bad 
luck, Walt!). Lefs face it, for a start 
computer art is a vastly different 
kettle of fish. 

The limitations of colour 
availability and graphic resolution, 
the difficulty in achieving the exact 
shading, or creating the exact 
nuance one is striving for can be 
very challenging, and sometimes 
near impossible, on a Commodore 


screen. Ifs a heck of a lot easier 
with oils or water colours! 

For these reasons I find myself 
becoming an admirer of Mr. 
Hamed's work, especially the water 
scenes, and the wildlife. 

SYNOPSIS 

"The Comoleat Waif' is a worthv 
addition to any "Graphic's freak's" 
(amongst whom I number myself) 
collection. It is also a very valuable 
acquisition for those of you who are 
at aU interested in computer 
graphics, and in learning the how's, 
wh/s, and wherefore's of their 
creation for reasons explained 
above. There is also the fact that 
you get the "Peek-a-Pic" program 
thrown in. This is an excellent piece 
of software spawned by the tments 
at Loadstar which enables the user 
to view almost any graphic format 
they desire, and to save said picture 
to another format as required. 
Altogether an EXCELLENT! 
package. 


The Worid of GEOS The World of GEOS The World of GEOS 





HandBook © 

and Disk 






HandBook il © HandBook III © 


The HandBooks are available folded arxl saddle bound to A4 size, for AliOS15-00 each* {indudes P&H}, from 

JMV Grafix 
P.O.Box 635 
Blair Athol 

South Australia 5084 

Cheques Paysdjie to Jane M. Jones ‘Overseas Orders add AUD$5^)0 


Available from: 



Cost: $25.00 
(7 double-sided 1541 disks) 
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Our 128's iu-built 8500 processor is 
very similar to earlier 
microprocessors ( 6502, 6510, 

7501, and 6509) used by 
Commodore, following the same 
syntax and including the same 
instruction set In reality, the only 
changes are in a new pin 
arrangement on the chip, and a 
new-found ability to double the 
operating speed! Therefore, if you 
are familiar with ML. on earlier 
CBM machines, all should be 
smooth sailmg. 

However, there are a few things 
that should be kept in mind if you 


are just starting out programming in 
ML. on a 128, and this month's 
column is devoted to a few hints 
and tips for new 128 ML. 
programmers. Once you have 
become familiar with what is going 
on, any or all of these "rules" can 
quite happily be abandoned, but, for 
die beginner they make it just that 
much easier to eet a routine un-and- 
running without undue hassle. 

1) Use only BANK 15 wherever 
possible. You can quite happily 
forget the BANK command exists, 
if you like. 


2) If at all possible, and to avoid 
conflict between banks, keep all 
programs and data information 
below $4000. 

3) Remember that the cassette 
buffer starts at SOBOO and runs to 
$0BFF. You can use this area of 
memory quite freely! 

4) It is best to avoid POKEing the 
screen, especially the 80 column 
screen. Use the Kernal's CHROUT 
($FFD2) in the conventional way. 

5) Utilise the built-in monitor. 

6) All VO chips are located at the 
same addresses as the C-64. You 
can use them quite weii utilising the 
same methods you have used in the 
past on the earlier Commodore. 
Note that it will be best to avoid 
accessing those addresses 
previously unused on your 64, as 
they may now be serving a purpose. 

7) If you find yourself requiring 
further zero-page space for indirect 
address pointers, try $FA to $FF. 

8) Remember that BASIC programs 
will begin at $1C01 and that Start- 
of-Variables will not indicate your 
BASIC programs ending address 
any longer. 

9) Avoid using the GRAPHIC 
command in BASIC. Unless you 
know what you are doing, this 
command will quite happily 
reorganise memory. 


Why should your C64/128 
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have all the fun? 

Talk to us about Geos on 
your “other” computer. 

Geoworks Ensemble requires 
286/386/486/Pentium PC with 2 
Meg RAM and 10 Meg Hard 
Drive Space. 

GeoPublish is a shareware 
version of Ensemble for you to 
try before you buy. 

2 Disks $16.00 


GeoZ BBS Mail Order 
7 Falconer Street 
Glen Waverley Vic 3150 
Tel: 018-58-15-58 
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Newcomers to programming are 
often mystified by Data statements. 
What do they mean? How do you 
use them? How does the computer 
tell where to start reading and 
where to stop? What do you do, and 
how do you do it? 

I have seen many explanations from 
many extremely knowledgeable 
people, but all seem to forget to talk 
in layman's terms, after all, if you 
are just starting out, the litelihood 
is that you don't want to be faced 
with learning a second language as 
well! 

Once you cut past all the B.t, 

and start talking good old- 
fashioned. plain Fnglish. it becomes 
a lot easier for everyone to 
understand what's going on. 

This month we will be looking at 
the heart of simple data utilisation 
on your Commodore. 

READ DATA 

The heading says it all! The ONLY 
two commands that are absolutely 
indispensable in accessing data are 
the READ and the DATA 
commands. DATA tells the 
computer that the following code is 
to be stored as data statements and 

XTio o ootntnntiH 

READ "read's" the data from within 
these DATA statements and causes 
the computer to act upon it. 

However, the versatility of these 
two commands when used in 
tandem with others can be greatly 
enhanced. We will look at this a 
little later in the article, meanwhile, 
let's have a look at a few basics of 
data access. Lefs take a look at a 
short program: 

10 READ A 
20 DATA 1 
30 PRINT A 

Type that in and run it. You've just 
programmed, and caused the 
computer to act upon, a piece of 
^ta. Admittedly, all it did was print 
the numeral 1 to screen, but it does 
go to show just how simple the 
proc^ure is. In the above example 
our single READ statement was all 
we needed to carry out the simple 
task ahead. We could have quite 
easily read in more data if we 
needed, using this single READ 
statement, simply by adding some 
extra coding. Let's have a look at 
what we would need to do in that 
case: 

In the sample below, we am about 
to fetch the desired data through 
TWO read statements, each 
requiring access to a different set of 
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data from within our data 
statements. 

10 FOR D = 1 TO 5: READ A: 

NEXT 

20 FOR D = 1 TO 4: READ A; 

NEXT 

30 DATA 1, 2, 3, 4, 

40 DATA 5, 6 . 1 , 8, 9 
50 PRINT A 

Typed it in and run it? All you got 
was a "9", right? Well, the reason is 
sunple. me computer read m all Uie 
relevant data, BUT this was 
finished BEFORE we got to print it 
out, and since the last value to be 
loaded in to A was 9, it was the 
character printed. 

But, more importantly, this routine 
shows you how our READ 
statement works. If you study line 
10, you will see that the variable 
"D" is set for a value of between 
one and five. Naturally enough, "D" 
starts out as being worth "1". Once 
D's value is determined, our 
computer passes on to the second 
statement within the program line 
and loads the first value within the 
data statement into "A". Once that 
is completed, the third statement 
within the line is encountered and 
acted upon. This is the "NEXT" 
statement which causes "D" to be 
incremented (becoming the next 
number in the sequence one to 
five), and the actions undertaken 
previously are repeated. This 
continues until D can no longer be 
incremented, in which case control 
passes to line 20. 

You can achieve the same result by 
using a different approach. Try this: 
10 READ A; B; C; D; E 
20 READ F; G; H; I 
30 DATA 1,2,3,4 
40 DATA 5,6,7,8,9 


O 

O 

O 

O 

O 

o 

o 


1 GOTO 50 

2 WAIT R, V : : 

POKE S, Z + P: PCI 
A: ON P GOTO 2, 

5 WAIT R, V: P 
(O) : PRINT A$; : C 
D: ON X GOTO 2 
30 POKE S, PEEK 
50 PRINT "[CLEAR] 
GOSUB 80: CLR: PE 
1.160: D = .001 
60 R = 53265: V H 
O = 49152: A = 1 

= 200: C = 1063: 
CHR$ (20) 

70 GOSUB 105: GOT 
80 D = 49152: N 


50 PRINT A; B; C; D; E; F; G; 

H; I 

Tty deleting the PRINT statement 
(line 50). Now type "PRINT A" 
(without the inverted comma's). A 
value of "1" should be printed to 
screen. Try this with the other 
variables stipulated wi thin the 
routine (A, B, C, D, E, F, G, H, & 
I). You will notice that each 

vcniauiC a uiiiciciiL vaiuc, 

that that value corresponds to the 
variable's position within the read 
statement. For example, the third 
variable (Q will correspond in 
value to the third value held within 
the data statements (3). 

The computer is reading each 
variable in order and assigning each 
a value, also read in order, this time 
from the data statements. 

OK, as I said in the text above. A, 
B, C, etc., are VARIABLES. 
Taking this one step further, we 
realise that it is possible for us to 
also utiUse STRING VARIABLES, 
and thus use "strings" of text within 
our data. String variables differ 
slightly from the variables used 
above in that the "Labels used 
must end with a "$" (i-e. A$, B$, 
etc.). This is principally to tell the 
computer that it is to look for a text 
string, not a numerical vahie. Here's 
a simple example of a routine using 
string variables: 

10 READ A$; B$ 

20 D.ATA Commodore Network 
30 DATA "[DOWN][5 
SPACES]Cobram" 

40 PRINT A$; B$ 

Try it! Notice that the fust piece of 
data printed exactly as is, but the 
second piece of data was offset five 
spaces and down a line? That is 
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because our second data string was 
enclosed in inverted commas and 
this causes the data to be acted 
upon when combined in a print 
statement (as in line 40) just like 
when we use a print statement with 
imbedded screen commands 
included within inverted commas to 
perform text/character placement 
on-screen (i.e. 40 PRINT 

"[DOWN][5 SPACESJCobram"). 
Play around with it You'll find that 
you have complete control over 
text/character placement and screen 
design just as if you were using the 
PRINT command directly. Creating 
screen displays via data statements 
can have several advantages, but 
that is beyond the scope of this 
article. Perhaps another time! 

ML. PROGRAMS 

Before I finish up this month, it 
would be remiss of me not to 
mention ML. in conjunction with 
data statements. Data statements are 
an ideal way to place machine 
language programs into specific 
areas of memory. Here's an 
example: 

10 FOR A = 49152 TO 49500 
20 READ D 
30 POKE A, D 
40 NEXT A 

50-_QATA^169, 141, 151, 135, 

200 , 0 , 0 , 10 , 

etc., etc. 

What we are doing here is assigning 
values to locations between 49152 
and 49500 by POKEing A with a 
value taken from data in the 
variable "D" (POKE puts a value 
into a memory location). In the case 
above, the following memory 
locations will end up holding the 
indicated value: 


LOCATION 

VALUE 

49152 

169 

49153 

141 

49154 

151 

49155 

135 

49156 

200 

49157 

0 

49158 

0 


etc., etc. 


In BASIC, this data is acted upon 
with a SYS command. In this case, 
a SYS 49152 will run this sample 
(and completely useless) code. 
Here's what's happening, line by 
line: 
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10 We assign A a value between 
49152 and 49500. A will start out 
being equal to 49152. 

20 We READ a value for D from 
tlie data statements 

30 Here, we POKE the value 
recovered from data via the variable 
D into the address held in variable 
A (49152). 

40 In this line "NEXT A" causes 
the value of A to be incremented 
(increased) by one step. Because we 
have not specified a value, or size, 
for the step, the computer 
automatically expects the step size 
to be one. Hence we move from 
49152 to 49153. 

50 Here the data is stored. The 
computer keeps track of just which 
piece data is to be accessed via a 
pointer. Once a data unit has been 
read, this pointer is moved to the 
next available item ready for its 
recoveiy the next time a READ 
statement is issued. Thus, the first 
time READ is encountered, D's 
value will be 169. On the second 
occasion, D wiU hold 141, and so 
on through the list of data! 

A FEW DATA FACTS 

Before we end this instalment, it is 
worth mentioning a few facts as 
follows: 

1) Programs are quite happy to read 
FEWER items of data than are 
present, BUT, should you attempt 
to read MOl^, you will get an 
"OUT OF DATA ERROR". 

2) You can cause a program to start 
accessing data from the very 
beginning of the data statements 
even if the program has already 
accessed any amount of data. Just 
issue a RESTORE command and 
the data pointer will be reset to the 
beginning. 

EXPERIMENT! 

Many of you will have seen the 
many routines published in 
Commodore magazines of the past. 
A good percentage of these 
consisted mainly of data statements 
prefaced by a "loader" routine. If 
you have a few of these magazines 
handy, select a couple of short 
programs from them and type in the 
data lines, you can type them in 
individually, or you can combine 
them into one listing (make sure all 
the line numbers are different and 
that they are sequential - i.e. the 
first routine is in line numbers 100- 
200, the second in 210-310, etc., 


etc., - so that you can keep track of 
where everything is), now write 
yourself a loader routine using tlie 
knowledge you have acquired 
above. Study the "loaders" used in 
the magazine if you like. Do make 
sure that the memory locations you 
assign each data suite are different, 
and don't be afraid to change the 
addresses use by the magazines. 
You may even like to write yourself 
a small menu if you are combining 
two or more routines (another 
reason why it wiU pay to start your 
data statements at 100 - it gives you 
room to program a menu or front- 
end routine). Here's a quick little 
example to access two routines, the 
first is located at 49152, the second 
at 49500 

5 A = 49152 TO 49450 
10 READ D 
15 POKE A, D 
20 NEXT A 

25 A = 491500 TO 491600 
30 READ D 
35 POKE A, D 
40 NEXT A 

45 PRINT ”1) Option #1" 

50 PRINT "2) Option #2" 

55 GET 1$: IF 1$ <1 OR 1$ >2 
THEN 30 

60 IF 1$ = "1" THEN SYS 49152 

60 IF 1$ = "2" THEN SYS 49500 

I've used two lots of FOR/NEXT 
loops aoove simply to maKe it 
easier for you to keep track of 
which routine starts where. You can 
quite easily combine these in to one 
for more efficient coding, but you 
will have to keep track of where 
routine one ends and routine two 
begins so that your second SYS call 
is made to the right address. By the 
way, ensure that the last piece of 
data in aU your sub-routines is 96. 
This is the RTS, or ReTum from 
Subroutine command, and it wiU 
tell the computer to go back to the 
beginning. 

Make sure you keep track of the 
number of pieces of data you have 
to place in memoiy and alter the 
range of values for A accordingly. 
For example, if you have a hundr^ 
pieces of data for the first routine, 
make sure A has access to 101 
memory addresses (i.e. 49152 to 
49153). 

The routine above is pretty rough 
^d ready, so I'm sure you can 
improve on it. Just use it as a 
learning tool, and EXPERIMENT - 
it's fun, and you can't do any harm. 
Oh! and before you do run any 
program you are playing with, 
SAVE IT! that way, if the computer 
does lock up, you won't have lost 
all your work. 




















It's not often nowadays that CP/M 
users get the chance to read about 
some new product, and whereas 
"The Ultimate CP/M Collection" 
does not contain anything new, it, 
of itself is new, and gives both 
experienced users of CP^ and 
those just starting out with this 
operating system an excellent 
chance to acquire a large amount of 
excellent material for themselves at 
a reasonable price. 

The collection comes complete with 
a 19 page manual (20 if you want to 
count the front cover) which 
outlines the contents of the 
collectictfi (in alphabetical order) 
complete with a disk, nuinbcr 
(1541/71/81) on which each 
program can be found, and a brief 
description of each's use. It also 
offers a deal of background 
information, including a listing of 
the archive types used throughout 
the collection and exactly which 
programs should be used to access 
the software held within each (see 
ARCHIVES), an explanation of 
CP/M's filenaming convention, and 
a run-down of the meanings of the 
filename extensions found in CP/M. 

ARCHIVES 

Almost every file held in this 
collection is ARCHIVED. This 
serves two very valuable purposes. 
Firstly, it "packs" files so that they 
take up ccwasiderably less space on a 
disk, and secondly, it enables all 
associated files to be collected and 
incorporated in to a single archive 
on disk. This means that you no 
longer have to go hunting around to 
find the documentation, or an 
additional companion utility, to go 
with a certain program, it's all in an 
archive which you can freely 
dissolve to your work disk. 

Of course, everything has its down 
side, and with archives it's having 
to dissolve them before you can 
utilise the software held witidn. 

To simplify matters a little, Warren 
has had Ae foresight to print a 
listing of all the archive types used 
within the collection, along with a 
few more besides, the suffix each 
will bear, and a listing of programs 
you can use to dissolve and/or 
CT^te each type. Most of these 
"dissolver" programs are on disk in 
an un-archived form so that you can 
start using them immediately. It 
may be worth noting that you 
should ensure that you have plenty 
of blank CP/M disk to hand once 



THE ULTIMATE 
CP/M COLLECTION 
- A REVIEW! 


you begin dissolving. Remember, 
most dissolved files will take up 
considerably more disk-space once 
released from the archive! 

INSIDE THE 
COLLECTION 

I was originally going to give you 
all a program-by-program synopsis 

taking quite a few pages. Since I 
didn't think Warren would 
appreciate a review having to be 
published over three or four issues. 
I've had to comppomise. Therefore, 
I've selected a few "highlights" (or 
at least what I consider as such) 
accompanied by a generalised 
break-down of the numbers of each 
of the software types held within 
the collection. 

Before I go any further, I must 
admit that, before I acquired this 
selection, my entire CP/M 
collection consisted of only half-a- 
dozen disks, including those that 
came with my 128. Therefore much 
of this material may weU be already 
in your hands, but it's all new to 
me! 

ARCHIVERS - The collection 
holds something like 22 different 
archive utilities. Some are designed 
to p)erform specific functions like 
access and display text files from 
within a specific type of archive, or 
add extra files to an archive, whilst 
others serve multiple purposes. 

BUSINESS - Nine archives fit into 
this category, and include such 
things as an outliner, an 
amortisation program, calendars, 
and financial planners. 


o 
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CP/M ENHANCEMENTS - Some 
six files, including patches for the 
CP/M Operating System and a 
couple of enhanced Operating 
systems. 

DATABASES - Something like ten 
individual databases exist within 
the collection. These include such 
well-known programs as PCfiler, 

also several disk catalogue systems. 

GAMES - Fifteen games, including 
adventures (one with an authoring 
system attached), Pac-man, 
cribbage, and so on. 

GRAPHICS - This surprised me, 
but there are several slide-shows on 
disk with programs enabling the 
user to view the PCX graphics 
included in them in both normal 
and interlaced 80 column mode. 

INFORMATION - Over ten text 
files full of all sorts of CP/M 
information, ranging from using an 
Assembler to acMce for beginner's 
with CP/M. 

MISCELLANEOUS - All sorts of 
weird and wonderful things, 
including a Psychoanalyst on 
computer to printer set-up routines. 
There is even a ftill-fledged CP/M 
emulator for your PC (if you have 
one!). 

PROGRAMMING - A huge 
range of programming aids, 
including several versions or 
BASIC, and the LISP, VALGOL, 
PASCAL, and COBOL languages, 
assemblers, compilers, routines, hie 
checksum creators, linkage editors, 
and disassemblers. 

SOUND - Another s^risc! A 
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program that enables the user to 
record, play and import sound files, 
and software to convert .RAW files 
for use of the above. 


TELECOMPUTING - A small 
selection including terminal 
programs. 

UTILITIES - a wealth of disk, file 
recovery, and copying utilities, to 
mention only a few. 

WORD PROCESSING/TEXT 
EDITING - Since I'm not too sure 
of the differentiation of these two 
categories. I've lumped them all 
together along with associated files, 
such as file splitters, cut and paste 
utilities, etc. well over a dozen 
different programs, including tlie 
much-vaunted Wordstar. 

WHAT I THINK! 

This collection is HUGE! I have 
never even imagined that such 
things as sound players or, even 
more so, graphics viewers were 
possible let alone existed in CP/M 
mode. I have only just begun to 
explore this collection, and every 
day I find something intriguing, 
stimulating, exciting! what can I 
sav! GET IT. von won't be ^orrv! 

FOOTNOTE 

Warren has informed me that he has 
been very pleasantly surprised at 
the number of collections sold since 
he announced it. He will be putting 
together another collection as soon 
as he can collect enough suitable 
material, so that's something we can 
all look forward to! 

YOU CAN GET IT 
FROM: 



cost: $40.00 

I 



Introducing 
Commodore 
Network Mail 
Centre. 

Now if you wonder what this is all 
about. Commodore Network now 
has it's own PRIVATE mail access 

tlie Internet. 

If you have access to a BBS with 
NetMail capability, you can now 
contact Commodore Network 
direct. The contact name is 
(obviously) Warren Naismith, and 
the FidoNet address is 3:633/272.1. 
For those of you with Internet email 
access there are two addresses, 
warren@cloud.apana.org.au and 
cormiet@ cloud.apana.org.au 

Either email address will arrive at 
Commodore Network's Central 
Mail system in Cobram on next 
mail exchange. 

For those of you unfamiliar with 
FidoNet hierachy. Commodore 
Network Mail is what we call a 
POINT system, in other words a 
subsystem of the main BBS. It 
works like this: 

Commodore Network Mail Centre 
3:633/272.1 

Picks up mail from: 


GeoZ BBS 3:633/272 

GeoZ BBS is allocated a hub 
system which is polled every day 
for mail. 

The Hub picks up from the 
Network Co-ordinator, who in turn 
picks up from the Regional Co¬ 
ordinator, who collects from tlie 
FidoNet "Backbone" which 
interchanges between ail major 
centres. 

In other words for a BBS user in 
say, California to send NetMail to 
Warren at Commodore Network 
Mail Centre it's not unreasonable to 
see the NetMail move from BBS to 
Hub to Network Co-ord to Regional 
Co-ord to USA/Pacific gateway to 
FidoNet Backbone to Regional Co¬ 
ord to Network Co-ord to Hub to 
GeoZ BBS to Commodore Network 
Mail Centre. 

Got that? 

COMMODORE NETWORK 
MAIL CENTRE 

.Warren Naismith 

.3:633/272.1 

EMail 

.comnet@cloud.apana.org.au 

Fax 

.(03) 9803 6498 
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Back Issues of Loadstar 
from issue #50 now 
available 


Software 






































I recently received a demo version 
of this game direct from its creator, 
Rene Lerch, of Hamburg in 
Germany with a letter requesting a 
review. Naturally enough, I am 
only too happy to assist, so here are 
my thoughts. But before I go on, let 
me re-iterate that the product under 
review was only a demo. 

Billed as a strategy game (my type 
of game!), a full-fledged version 
will fill an entire disk side to 
capacity and offers up to ten levels, 
each with ten puzzles for the player 
to complete. A maximum of four 
players can take part in any one 
game. 

PLAYING THE 
GAME! 

Riddles and Stones sets you the task 
of joining two points, the 
entrance and the EXIT, on a 
playing field by laying a series of 
specified "stones'' on matching 
backgrounds from one to the other. 
This is complicated by an un co¬ 
operative cursor (controlled by you 
via a joystick) which, after 
collecting a "stone" from its 
"distributor", will continue to move 
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Riddles and Stones 

matching background "field", so it 
is often best to select the shortest 
possible way "home". If a problem 
is solved within the specified time 
limit (a massive SIX MINUTES!), 
the time remaining is added to your 
score. 

"OK, it's all very well placing these 
stones on to fields, but it really 
doesn't sound challenging enough 



6) BONUS - Only Joker or bonus 
stones can be placed on these. 
Placing a Bonus stone will cause 
the field to disappear and an extra 
100 points to be added to your 
score. However, if you can't solve 
the problem, you don't get the 
bonus. 

7) HOLES - Stones wiU disappear. 


T»i?i7T t?r^nrr\T>c’ 
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time as it collides with a barrier or 
encounters specific background 
"fields". I must admit that this 
caused me some consternation 
when I initially tackled this game 
(naturally enough, without reading 
^e manual!) as I continually tried 
to make the "stone" I had under my 
control turn at right angles mid¬ 
stream, and persistently failed in 
my efforts. Of course, after beating 
my head against a brick wall half-a- 
dozen times, I finally decided to 
find out what I was doing wrong, 
and the game-play became far 
easier for the knowl^ge. 

Riddles and Stones is a game of 
strategy, and as such it is a game of 
pre-planning and forward thinking. 
With the right initial moves, later 
positioning becomes a simple task, 
though solving each puzzle may not 
be so easy. 

STRATEGY 

The idea behind "Riddles and 
Stones" seems simple enough, but 
Rene has complicated things just a 
little. You see, there are only so 
many of each type of stone to be 
had, and each puzzle must be 
completed within a specified time 
frame. As mentioned above, 
"stones" must be placed on a 


lo me! , 1 near you say. well, rest 
assured, Rene hasn't left the job 
half-done, he's thrown more than 
the odd one or two spanners into 
the works, just to get you pulling a 
few more hairs ou^ These are in the 
form of special fields which appear 
on the playing board and perform 
specific functions/impose certain 
restrictions, and include such gems 
as the following: 

1) BLANK FIELDS - no stone can 
be placed on these. All can be 
moved over them though! 

2) BRIDGES - can be crossed in 
only a horizontal or vertical 
direction (2 way). If they bear a 
symbol, stones of that symbol can 
be placed thereon, otherwise they 
are BLANK fields and must be 
treated as such. 

3) ONE-WAY - similar to the 
above, but can only be crossed in 
the direction of the arrow. 

4) TRANSPORTERS - can be 
crossed by any stone, but once a 
stone makes contact, it is pushed in 
the direction of the displayed arrow. 
No stone may be deposited on 
tliese. 

5) JOKER - Any stone can be 
placed on this 


touches one of these will "bounce" 
in the opposite direction. 

9) OBSTACLES - stops your stone 
cold! 

10) BLOCKS - will disappear 
when a stone bearing the same 
symbol, or a joker stone, touches 
them, usually replaced an empty 
field. Bonus stones do not eliminate 
blocks. 

The higher the level, the more often 
these "added features" come in to 
play, and the more you have to plan 
your assault on the conundrum 
ahead. 

WORKMANSHIP 

The amount of work put into this 
game becomes apparent from the 
very first screen. The graphics and 
sound put on display are excellent, 
and, when taken in context with the 
introductory stoiy that comes 
encapsulated within the manual, 
sets the scene admirably! 

The manual is a well-produced, 
photo-copied production with a 
good explanation of the mechanics 
of the game, an introductoiy short 
story (to help set the scene), a 
wealth of background informatioii, 
and even a poem to set things off! 
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The only gripe I had about this was 
that I found the lettering on of the 
program title on the cover a little 
hard to read. 


THE DEMO 

A short demo version of this game 
will appear on the August Disk- 
Coverer disks (magazine side) for 
all to enjoy. To me, this is the best 
way to review a game. You get to 
play it and make up your own mind 
about its value to YOU! Personally, 
I feel the demo let's the game down 
a little in that the puzzles are far too 
easy, but it certainly does give you 
a feel for the potentialities of the 
game. The idea of a full-fledged 
game editor (included in the game 
package) means that you can create 
your own devilish b^evilment's to 
your hearts content, and THAT I 
like! 

This game has possibilities, and, if 
you are interested in strategy games 
(all too rare, if you ask me!), this is 
an excellent offering. 


The game is available direct from 
its creator, Rene Lerch by writing 
to: 



The cost is DM25 (approx.$23.50 
Aus.) until the end of July, and 
DM45 (aroimd Aus.$42.50) from 
August 1st. Prices include postage 
and handling from Germany to 
anywhere in the world. 



the HOTTEST 
C64/C65/C128 support 
around 

24 hours a day 

Adelaide (08) 277 1361 
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Korella Trading have long been 
loyal C64 supporters and stock 
literally hundreds of different C64 
titles. Included among their titles 
are a number of cartridge based 
games. These games, produced by 
Australian company Home 
Entertainment Suppliers under 
licence by Activision, are probably 
the only Australian manufactured 
cartridge games still available. Ihe 
tides include most of the early 
Activisicai classics- "Beamrider", 
"Pitfair, "Pitfall 2", "River Raid", 
"H.E.R.O.", "Toy Bizarre", 
"Ghostbusters", "Wonderboy", 
"Space Shuttle", "Park Pafrol", the 
utility "Designer's Pencil", and 
some non-Acdvision tides 
including a PD multigame pack, 
"Galaxian", "Frogger" and 
"Leaderboard Golf". 

Cartridges offer a robust and simple 
way of storing games programs, 
and are much less prone to wear 
and tear compared to disk and tape. 
Many of these games are excellent 
and well worth the price (around 
AU$20). 

Mini Reviews: 

The ratings are on a scale of one to 
ten, ten being the highest. They are, 
of course, rather subjective, but as a 
guide, a rating less than five means 
don't waste your money, and a 
rating of eight or more means the 
game is excellent and highly 
recommended. 

"Pitfall" 

A sideways viewed action game in 
which the player controls the 
fearless adventurer. Pitfall Harry, 
negotiating various obstacles such 


as snapping alligators, quicksand 
and rolling logs across the 255 
flipscreen locations. This is a reflex 
game but requires some strategy. 
Graphics are crude but effective. 

Rating: 3/10 

"Pitfall 2" 

Pitfall Harry is searching for the 
long lost Kaj Diamond deep witnm 
the Inca catacombs. This is a 
smooth scrolling action adventure 
requiring good reflexes and lateral 
thinking. Hie puzzles are fun to 
solve, such as how to rescue your 
niece from the giant rat, how to find 
the cat "Quickclaw", the best use of 
the floating balloons and much 
more. Graphics are good, but the 
dire tune running throughout the 
game gets annoying. 

Rating: 6/10 

"Space Shuttle" 



This is a complex arcade simulation 
of a Space Shuttle mission. Tlie 30 
page manual not only includes a 
comprehensive training guide, but 
also provides some interesting facts 
and experiments to tty. The 
designer, Gary Kitchen, is a real- 
life shuttle Ian and liis entliusiasm 



































is evident in the design. The 
graphics and sound are what you'd 
expect for a simulation, simple and 
functional. I enjoyed this game a 
lot, but it won't be everyoncs' cup 
of tea. 

Rating: 5/10 

"River Raid" 



Originally one of Activisiem's early 
Atari 2600 games. River Raid is a 
straight out blaster. Your aircraft 
must flow low along a river 
blowing up enemy planes, ships, 
tanks and a bridge. The satellite 
view is effective, but the graphics, 
while very smooth, are plain and 
uninspiring. 

Raring: 3/10 

*Toy Bizarre" 



Arrrgh! The toys at the local toy 
factory have gone on the rampage 
and you as Merton the Maintenance 
Man must quell the riot. This game 
is similar to the original Nintendo 
Mario Brothers arcade game. There 
are various platforms and game 
elements, including the ability to 
bust balloons, stun and jump on the 
toys and many other things. Tliere 
is a lot of action going on, this 
game is fun. The graphics are 
simple and the sound effects are 
good. 

Rating: 5/10 


"Leaderboard Golf 



This is one of the best C64 games 
available. The first in Access 

or*. / 1 • r* i.; 

the game is played on a series of 
islands in a lake. The game is 
faultless. The scoring, die ball 
movement, the soimd effects, the 
digitised animatioijs of the golfer, 
all elements of thfe game are near 
perfect This is a must for anyone 
even remotely interested in golf, 
and may convert those few 
individuals who are not. Absolutely 
Recommended! 

Rating: 8/10 

"Ghostbusters" 

"Who you gonna call?". Yes, the 
movie hit of 1984 spawned this 
excellent licence, programmed by 
the very capable David Crane. At 
the game start you must purchase 
equipment for your Ghostbusters 
business. Using a map of the centre 
of the city of New York you must 


plot a route to the various 
hauntings, drive there and deal witli 
the spooks. Later in the game you 
must manoeuvre your men past the 
giant marshmallow man to get to 
the temple of Zuul where the game 
can be won. There are five main 
screens to the game, the music is 
good, the digitised speech is 
excellent, and the graphics are more 
than adequate. Overall, it isn't a 
great game, but ifs still fim to play 
and deserves a place on any 
gameplayef's shelf. 

Rating: 7/10 

"Park Patrol" 

* This review is based on the tape 
version of the game. I assume die 
cartridge version is identical in 
every aspect, except for the loading 
time. 

Guide the park ranger around the 
landscape rescuing drowning 
campers, collecting wood for the 
barbecues, fighting the nasty 
"litterbugs" and generally having 
fun in the great outdoors. The 
sound and music in this game are 
above average. The graphics are 
excellent, including multilayered 
parc.!!a:: cm'* ■ 

colour cycling. This game is one 
that Activision never released in 
their own right, instead they kept it 
on ice for a few years before 
licensing it to a British software 
company. This game is FUN, and is 
perhaps the best of the H.E.S. game 
titles. 

Rating: 9/10 

Availability: 

Most of the games can be obtained 
from Korella Trading, and they can 
order from HES any games that 
they're out of. Although no longer 
manufacturing the cartridges, 
H.E.S. still maintains large 
stockpile. 

Korella Trading can be 
contacted on (049) 45 8455 


Software Definitions 


Shareware 

the program is copyright. Free to distribute but only as per shareware agreements. Usually means no charge can be made 
other than Postage and Handling, and usually can only be distributed in its original fomiat. 

A nominal fee is usually required for continued use of shareware programs. 

Free¥rare 

the same terms and conditions as above, except that the author does not expect or require any fees. 

Public Domain 

The author has relinquished all copyright. The program may be modified and distributed at will. However it is usual 
practice for any modified versions to still give credit to the original author. 
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disk contents to tape. This is slow, 
but it sure beats losing everything^ 
and it can all be copied back to a 
new disk when the drive is re¬ 
aligned. If you can't find "data" tape 
in the shops, audio tape is more 
than suitable. 


SAVING A FAULTY 
DISK 


Over the past few instalments in 
this series of articles, we have 
talked mainly of misalignment. It is 
true to say that this is the 
predominant cause of failure in the 
1541/71 drives, but there are also 
other problems that may occur and 
be misconstrued as an alignment 
failure. 

Several conditions besides 
misalignment will interfere with 
loading data from a disk. Often, in 
these cases, it is not the drive that is 
at fault, but the media being used 
on that occasion. For this reason, it 
is best to copy the contents of any 
disk that is showing the first signs 
of age through buckling or warping 
to a new, pristine diskette. If you 
have a 3.5" drive, this is the perfect 
opportunity to transfer the program 
data from a 5.25" to a 3.5" disk, as I 
do! 

I do this for several reasons, not the 
least being the vastly greater 
stomge capacity and the superior 
robustness of the 3.5" format. It is 
also worth noting that 5.25" disks 
are becoming increasingly scarce, 
at least here in America, and I 
doubt if regular supplies will be 
available for much longer! 

Back to the matter at hand. Warped 
diskettes will often cause the media 
to rub agai^t the disk jacket as it 
rotates. This can often be detected 
by the difference in sound that a 
routing warped disk will make 
when compared to that of a 
'normal" or healthy disk. 


If the friction caused by a disk 
cover being warped is severe 
enough, and the media continually 
"stic£" within the jacket, drive belt 
slippage may occur. That is that the 
drive belt may actually slip on the 
motor pulley, impeding disk 
rotation. 

If you are encountering errc»s, the 
first thing I recommend is that you 
check your media. Old disks are the 
more likely to be faulty, so check 
them to ensure they are“ not 
misshapen. Get hold of a good, 
straight commercial program disk 
(preferably two or three) THAT 
YOU KNOW WILL WORK, and 
try to load from it. You could even 
use some of your own disks, but try 
not to make them too recent. 
Remember that, if you are dealing 
with head-alignment problems, it 
has occurred over a period of time, 
so programs saved recently are 
likely to be saved out of alignment 
Before I pass on, if a head- 
alignment problem does prove to be 
the culprit, BEFOIWE YOU 
UNDERTAKE ANY REPAIRS, 
copy ANY important disks that 
have had data saved to them from 
the faulty drive recently to a new 
disk on a new drive, otherwise your 
data may well be inaccessible when 
the alignment problem is corrected. 
In these cases, it sure pays to have 
two drives! 

Ed's Note: Anyone without a 
second drive, but who has access to 
a Commodore tape drive (as most 
Australian Commodore users do!) 
should have no trouble bacldng up 


If the fault lays with a specific disk 
having a warped jacket, and this 
disk contains valuable information 
we can perform a recovery of sorts 
by transferring the specific media 
from the damaged jacket to a new 
cover. This is not an overly hard 
operation, but you wiU need to be a 
little careful and try to avoid 
handling the actual media. What 
you will need are the following 
items: 

1) A good sharp utility knife 

2) A good, clean surface 

3) Lint-free paper towels (I DONT 
recommend forceps) 

4) A NEW disk (make sure it's 
straight - no warps, buckles, etc.) 

Take the new disk, holding it by the 
top (near the label), and very 
carefully insert a finger into the 
central hole. Very gently press the 
media down towards the bottom of 
the diskette, this is to ensure that 
the media is as far as possible away 
from where we are about to make 
the incision. What incision?, I here 
you say!. Well, we are about to cut 
along tiie very top of our diskette so 
that we can access the media inside. 
We are not all that interested in the 
media, though, but in the actual 
jacket itself. 

Once you have access to the 
interior, use a paper towel to 
remove the media with, making 
sure that your fingers don't contact 
the media itself The reason we 
don't use our fingers, forceps, etc., 
is because we do not want to 
contaminate the media. I know of 
people that quite happily use 
forceps, or gloves, or even bear 
hands, but I'd rather be safe. Not 
timt it matters with this particular 
piece of media, since it is of no 





























suitable solvent 


further use to us and may well be 
discarded. It is best to get in to 
good habits, since it would be a pity 2) cotton swabs 
to go to all this trouble and then 
destroy the data we are trying so 
hard to save. 


As you remove the media, take 
careful note of just which side faces 
the front of the diskette (the surface 
with the label on it - or, if it is 
unlabelled, the surface of the jacket 
WITHOUT the seems). This is 
important as, if you put the media 
in back-to-fixint, the drive will be 
unable to read the data. Put the 
media down on your flat, clean 
surface (I prefer to cover the area 
on which I plan to place the diskette 
with paper towelling before I place 
the media there), making sure that 
the bont side is facing UP. No 
particular reason for this, but I fiiid 
that it pays to get in to a habiL 
There's absolutely no way to tell 
back from front at this stage, so, if 
you ensure you always place the 
media front-up, you never have to 
worry! 


Now get that faulty disk! We will 
follow EXACTLY the same 
procedure here as we did on the 
first disk. Once we l^ve the media 
" out, we pick up the jacket from the 
first disk and slip in the media with 
the data that we need to recov^. 
remember, make sure that the 
FRONT of the media is facing the 
FRONT of the new jacket, 
otherwise the data will be 
unreadable. If you DO make the 
mistake of putting the tnedia in 
back-to-front, don't pamc, just take 
it out again, turn it around, and re¬ 
insert 


3) pencil eraser 

4) a suitable Phillips screwdriver 

5) needle-nosed pliers 

6) "Head Stick" program in this 
column 

First off, let's verify that it IS‘a 
read/write head movement probl^, 
and not misalignment. To do this, 
we will need to perform a partial 
disassembly, so hold on to your 
pliers, and here we go! 

Load and DONT run "Head Sticl^'. 
Disconnect ALL cables and mp 
your drive over so that it is upside 
down. Unfasten all die screws on 
the underside, and flip the dnve 
over again so that it is right-side-up. 
You should now be able to remove 
the top of the casing from your 
drive. 


Remove the six screws which hold 
the chassis to the bottom of the 
case, and carefuUy lift the ch^is 
out Flip the chassis so that it is 
upside-down. Whatever you d^ 
DONT lift by the ciremt boam 
itself, or any of the parts there^ as 
there is always a possibihfy Qt 
causing damage when doing this. 

Voila! the wheel visible through ^e 
chassis opening is the spmdle 
flywheel! 


JUSI as a matter of lutcic&i, autt lui 
future reference, have a look at the 
shielding covering the workings of 
your disk drive. This shielding may 
be one of two types, depending on 
which manufactoer created ^ the 
drive mechanisms for your umt. If 
the sMelding displays smaU holes 
covering only part of the top 
surface, your unit is what k termed 
an ALPS unit If the holes ate 
larger, and are found over most or 
the surface, then you have a 
Newtronics unit. 


Connect the serial cable back up to 
the drive and to the c^putet and 
connect the power cable back up. 
Turn on your drive (dont 
you won't do any d^age!) md 
deploy the drive so that Iwth top 
and bottom can be observed. In^ 
a blank ^k and type "run . This 
will run the Head Stick program we 
loaded in to computer mem^ 
earUer. If the flywheel roto^ 
continuously until you press_ t,; , 
there is unlikely to be 
with belt slippage. BUT, if ^ 
flywheel refill to rotate, or does 
so "jerkUy", we have a problem 
with our belt If you notice that the 
read/write head isn't tnoving 
backwards and forwaros aunng me 
test, there could be a problem wim 
a sticky head carriage and we could 
need to clean and lubricate the 
guide rails as well. 


Now load in and save all the 
Unportant data to a NEW, 
untouched disk, and put this jacket 
aside as part of your "recovery" 
toolbox. 

HEADS STICKING 

But what happens if it i^ t &e 
disk/disks fault? Well, in th^ 
instance the symptoms could 
be caused by the read/write head 
sticking, in which case a bit ot 
cleaning is in order. In order to 
carry this out, we need the 
following items; 

1) Isopropyl alcohol or other 


Anyhow, back to work! No matter 
which you have, the next step 
is the same. That is that you must 
now remove the two screws holding 
the chassis to the bottom of the 
outer casing. The^ are found on 
the left hand side of &e dnve. 
these are removed, lift the shield off 
very carefully using the two ^all 
projections on the inner ^rtaw 
which snap in to holes on the side 
of the chassis. We must now 
remove the three-pin plug, takmg 
careful note of the positionmg ot 
the pins in reference to p^g w 
that it can be replaced bAAt-iLi 
as found when the time comes. 
Now we replace the metal shield 
over the circuit board and fasten it 
down. 


NOTE; Newtronics drive owners 
will most probably have to 
completely remove the shield to be 
able to observe properly. 

If everything seems OK, press ' Q 
to abort the test, remove 
disk, and insert a troublesome disL 
Run die test program once more. U 
problems te^ ^ 

chances are it is the disk a 
Copy anything of impor^ce from 
it if possible and discard it. 


A slipping belt 

If a belt slippage ^ f ^ ^ 

the problem we wdl n^ 
the motor pulley, flywheel, ^ 

belt itself, to do this, We mus^ 

remove the printed 
(hereafter referred to as J 

give us the clearance we ‘ 

Remove the motor 
remove the shield (if y^ ^ 

ALPS mechamsm - Newtromc 
owners wUl most likely.^£ 
have removed theirs to perform the 
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above test), and take special note of 
bow the plugs to the left of the PCB 
are positioned and remove them. 
Don't touch the pins of any of the 
integrated circuits (ICs) on the 
board as they may be susceptible to 
damage from static discharges. 
Those most at risk are genei^y 
stamped with a "MOS", although 
this lettering may not be obvious at 
first due to the use of stylised 
lettering in some cases. I make it a 
rule to avoid touching ANY IC 
pins, but, more especially, any I 
can't discern as not being "MOS". 

Turn the drive around so that the 
right side is facing you, remove the 
power plug, noting which wires run 
BEHIND die plug so that, when the 
time comes for replacement, you 
are able to place these all in their 
correct position. Now remove the 
two screws holding the heat sink in 
place, and r«nove the five screws 
coimecting the PCB to the chassis. 
Lift the PCB carefully, holding it 
only by its edges, and place it in a 
safe place. Make sure you don't 
loose the screws! 

In order to completely discormect 
and move die motor assembly, four 
screws must be removed. Once this 
is done, lift it out the chassis. You 
may find that you will need to 
move the unit about a little as there 
are tabs preventing a direct 
withdrawal. 

Once this is free place it on a bench 


upside-down. Turn the flywheel 
whilst pressing a finger placed in 
the middle of the belt loop up 
against the inside of the belt, thus 
Mting it and facilitating its removal. 
You will notice that the belt will 
have a smooth side, and a rougher 
side. The smooth edge is on the 
inside (it's smoother because of the 
constant rubbing against the 
flywheel, etc.). 

Moisten one of those cotton swabs 
with the isopropyl alcohol and lay 
part of the belt on a clean, flat 
surface with the smoother side up. 
Rub the swab along the entire inner 
surface (the smooth side) of the belt 
until the entire area is cleansed. 
Once this is done, put the belt aside 
and arm yourself anew with a 
second swab. With this, we 
commaice to clean the rim of the 
flywheel. 

Change swabs once more, and, with 
this third one, start work on the 
motor pulley by pressing it between 
the flanges where the belt rides and 
rotating the pulley by pressing the 
eraser against its end and twisting it 
between the fingers. Wait for all 
iraccs of our cleanser uu ury, aua 
then replace the belt 

Put a disk in place and test to make 
sure that the belt is replaced 
properly and that the flywheel 
rotates correedy by twisting the 
motor pulley with the eraser. If 
everything checks out, replace the 



motor assembly and fasten it into 
position, and proceed to rebuild 
your drive by reversing the 
procedure described in this article. 
Before replacing the drive casing, 
connect the serial cable and power 
temporarily and carry out a drive 
operation check. If everything 
checks out, replace the casing. 

"HEAD CHECK" 

10 PRINT "PRESS 0 TO QUIT" 

20 OPEN 15,8,15: OPEN 
3,8,3,"#" 

30 PRINT #15, "M-W" CHR$(180) 
CHR$(0) CHR$(1) CHR$(0) 

40 PRINT #15, "Ul:" 3; 0; X; 0 
50 GET A$: IF A$ = "Q" THEN 
CLOSE 3: CLOSE 15: END 
60 IF D = 1 THEN 100 
70 PRINT "IN"; ; X = X + 1: IF 

X = 35 THEN D = 1 
80 GOTO 40 

9 0 PRINT "OUT";: X = X - 1: IF 
X = 1 THEN D = 0 
100 GOTO 40 


PLEASE NOTE: / have 
carried out this procedure 
a number of times with 
^reat success. However, 
neither I nor Commodore 
Network will accept any 
responsibility for any 
damages or losses incurred 
as a result of undertaking 
the actions outlined during 
this article. 



Transport A double sided disk featuring various care, planes and trains 


On Sydney Harbour AiaMe sided disk rrf scenes around Sydney Harbour 


Australian Animals and BlrdiMm double sided di^ot maRan atwffipls pdbiste » 

“ I BANKCARD/MASTERCARD/VISA 

DinosatiB Two dbirle t^ddislisot dbmSs J: I „ JSHAPlQl CARD FACILITIES AVAILABLE 


Also available: Special events D/S $5 Business 
World D/S $5 Animals, Birds & Insects 2xD/S $10, 
File Library - 14 D/S disks of Geos utilities $50, 
Forrt Bank -10 D/S disks of Geos fonts $40. 


C64 PUBLIC DOMAIN (SA) 


Box 146 GPO Adelaide SA5001 


Sampler disks with complete listings available for 
FILE LIBRARY and FOhJT BANK 


Phone 08-294-8447 (After Hours only) 
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SPEED : The 1541 was notoriously 
slow even at its time of 
introduction, at aroimd 360 B/s 
(Bytes per second). This is largely 
due to Commodore's cost-reduction 
decisions to use the C64 serial bus 
instead of some byte-transmitting 
arrangement like Centronics, and to 
implement the necessary byte¬ 
unpacking and -repacking by 
software rather than dedicated 
hardware. The low speed is also 
partly due to their simplistic use of 
separate data and (data-)clock lines 
in the serial bus. This has allowed 
others to rework the arrangement 
(usually in software) with various 
forms of "fast" or "turbo" loaders 
etc. Typically, speedup factors of 4- 
6 are thus achieved. 
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On the other hand, the 1571 and 
C128 each contain a little more 
specialised hardware so that they 
can routinely intercommunicate at 
1600 B/s. Alternatively, using 
customised routines (i.e.. not 
supplied in Commodore ROM) in 
conjunction with a set of "UO" 
commands provided in the 1571 
DOS ROM, "burst" mode may be 
employed at up to 3500 B/s. Note 
that the effective data transfer rates 
may be up to 20% lower than these 
two figures due to disk (track and 
sector) seek times. 


One of the many niceties that come 
with RAMLink/Jiffydos is the use 
of Burst Mode during otherwise 
routine LOAD and SAVEs, for 
appreciable time savings. 


BURST MODE Instead 
individual characters, blocks 
^8, 256, 512 or 1024 bytes m 
t>e transferred using "L 
commands to control the d 
actions. Coding for this can 
®essy, requiring ML to chc 
various states of the system, set 
(including interr 
disable) and later restore normalit 

Unlike 1541, the 1571 can wi 
to disks in MFM (Modif 
Frequency Modulation : the m 
magnetisation format employed 
most non-Commodore compute 
^ well as the OCR (Group Cc 
Recording) employed by ear] 
Commodore drives. The read 
and wntmg of GCR tracks 
TOntrolled by the DOS (D 
Operating System) resident m 
Commodore drives, but MFM 
under control of another D 


temporarily resident in the C128 
memory - for example in the CP/M 
operating system loaded from disk. 
Because such DOS works on blocks 
of data, MFM goes naturally with 
Burst Mode. 

CHUGTL : The 1571 DOS 
incorporates a set of CHanGe 
UTiLities invoked after the prefix 
"UO" is sent over the command 
channel (ie. 15). Apart from the 
Burst Mode commands already 
mentioned, there are quite a few for 
the more usual (GCR) operations. 

\/foct r»Of worV in C*f\d. mode 

as well as 128. For instance : 

SECTOR INTERLEAVE : You 
may have noticed elsewhere that a 
file starting in sector 1 of a track 
will often extend to sector 4 next, 
then 7 and so on. Its interleave 
factor is 3, which is optimum for 
the C64+1541 combination. When 
reading through a file from sector to 
sector, time passes and the disk 
moves on as the disk controller 
goes through its actions. Any 
smaller interleave and the required 
next sector has passed by before the 
controller is ready to handle it and 
so almost a complete revolution is 
wasted before it is available again. 
On the other hand, a larger 
interleave wastes time 

unnecessarily between sector reads. 

The command (after print# 15,) 
" UO > s " + CHR$ ( 1 f^^ example) will 
change the interleave action to 1,2, 
3,.if that is what you wish. 

ROM TEST : PRINT#15. "U0>T" 
will check the ROM for errors by 


comparing its stored and calculated 
checksums. Any error will flash the 
157Ts green LED four times. 

RETRIES : Normally the 1571 
will tty up to 5 times to read a 
sector before abandoning it as 
erroneous. ''U0>R"+CHR$ (2 for 
instance) will reduce head-banging 
for troublesome software 
incorporating this in its copyright 
(^< protection scheme. A value of 
15 might be appropriate if trying to 
copy from an old disk. 

HEAD SELECT and 1511/1571 
SELECT: '*U0>Hx" and "U0>Mx'‘ 
(x=0/l) were described in Part 1. 

DEVICE NUMBER : Sometimes 
it is inconvenient to change the 
drive's device number by using its 
inbuilt switches. In fact, they 
cannot reach numbers outside 8-11. 
CHUGTL allows a temporary 
change in the range 4-31 (although 
31 itself may cause problems), for 
instance, '•U0>12". Of coui^. 
Reset has its usual action of reading 
the switch value into the device 
number, overriding any such 
change. 

"U0>4" can be very useful. It can 
divert printout data to a disk file to 
save formatted output from 
graphics, spreadsheet or word 
programs. The main problem is that 
of supplying the requisite disk 
filename, as the printer does not 
require this step. Of course, if the 
program is in BASIC it is usually 
easy to insert the filename into tlie 
OPEN statement/s. 
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Just how many commercial 
Commodore 8-bit paper magazines 
have there been anyway? Well, 
Here's an incomplete list 

Legend: 

An equals symbol (=) between titles 
indicates a name change after a 
relaunch. An example being the 
mnanyme- called 

ZAPP!64=COMMODORE 
FORCE, which was relaunched 
with a new name but its content 
stayed the same. 

An asterisk (*) next to a title 
indicates the magazine is still 
available. 

The magazitte content is indicated 
in the brackets after each title: 

(c8) = All Commmodore 8-bits 
(64) = C64 only 
(128) = C128 only 
(64/128) = C64 and C128 

(com) = All Commodore brand 
machines 

(mf) = Multi format magazine but 
had a high Commodore 8-bit 
content 

(s) = A small but well written single 
page C64/128 column buried in the 
middle of a crappy Amiga 
magazine. 


COMMODORE 8-BIT 
SPECIFIC 
PUBLICATIONS 

For example, the entiy 
^COMMODORE WORLD 

(64/128) means that the magazine is 
still available and caters for C64 
and C128 computers. 

United States: 


GEOWORLD 
GEOVISION 
''51 '12S'' 
MIDNTGHT 


AHOY (c8), 

(64/128), 

INTERNATIONA*! 

INFO (com), 

GAZETTE (?), TWIN CITIES 128 
(128)-*TWIN CITIES 64/128 
(64/128), COMMODORE 

MAGAZINE ~ (com), 

COMMODORE POWERPLAY 
(com), RUN (64/128), 

COMPUTEI'S GAZETTE 

(64/128), COMPUTE! (mf), 
♦COMMODORE WORLD 

(64/128), *DIEHARD (c8), *THE 
UNDERGROUND (64/128). 

note: there is some conjecture as to 
the fiiture of "DIEHARD”. They 
have not published for some 
months. 

Canada: 

TORPET (c8), TPUG MAGAZINE 
(c8), TRANSACTOR (c8) 

United Kingdom: 

COMMODORE COMPUTING 
INTERNATIONAL (c8). 


COMMODORE HORIZONS (c8), 
VIC USER (c8)=COMMODORE 
USER (com). ZZAP164 
(64)=COMMODORE FORCE (64), 
YOUR 64 (64), YOUR 

COMMODORE (c8)=YC 

(64)=COMMODORE POWER 
(64), COMMODORE DISK USER 
(64/128), 64 FUN (mf), 

PERSONAL COMPUTER 

GAMES (mf), COMPUTER 
GAMER (mf), BIG K (mf), LETS 
COMPUTE (mf), COMPUTER & 
VIDEO GAMES (mf), 
COMMODORE FORMAT (64) 

Germany: 

*64'ER (64/128), HAPPY 

COMPUTER (mf) 

Australia: 

AUSTRALIAN COMMODORE 
MAGAZINE (c8), HOME 
COMPUTER G£.M. (mf), 

AUSTRALIAN PERSONAL 
COMPUTER GAMES (mf), VIC 
(c8), MEGACOMP (mf), 
FRIENDZ & CONTAX 
(c8)=COMMODORE VOICE (c8), 
AUSTRALIAN COMMODORE 
REVIEW (c8)=*AUSTRALIAN 
COMMODORE & AMIGA 
REVIEW (s), *COMMODORE 
NETWORK (64/128). 

Italy: 

ZZAP! (64). Zzap! was the Italian 
edition of Zzap! 64. 


Hungary: 


There was a PC/AMIGA/C64 
magazine called "Input" _ or 
"Personal Computer" or something 
similar. Can anyone supply some 
inf o on this and other eastern 
European magazines? 

This list is by no means complete. 
I'm sure there must have been more 
than one German Commodore 
magazine, and several more U.S. 
magazines. For trivia buffs, the 
Australian magazine SEGAZONE 
is the direct descendent of 
Megacomp, and the British CU 
AMIGA can be directly traced back 
to VIC USER. 


We can’t sing it loud enough! 

3 great magazine titles under one roof. 

Call Commodore Network Subscriptions today 
for details 

Tel: (058) 711 863 

Fax: (03) 9803 6498 


Commcclcre 

Ccmmoclore 

Ccmmodcre 


NetworkA 
World 
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^ Tftdfic 


The C64 has long been considered the Volkswagen of the computer 
world, so here are some more arguments for keeping the little VW on the 
road... 

The TOP TEN reasons for keeping your C64 and not "upgrading" to a 
PC. 

(drum roll, please) 


10. A twelve year old program works fine on a brand new C64. 

9. A brand new program works fine on a twelve year old C64. 

8. Intelligent peripherals! What computer other than the C64 can boast 
programmable disk drives, and a hard drive that has the same amount 
of RAM and a CPU running twice as fast? 

#. V ¥ V^O^^fOOII lO VV dpi WV^^OOII 1^, dll Ctl ly ddllipULdl. /"V ddOdllldllL 

printed in the Roman font with a size of 12 points looks the same 
whether a C64 or PC was hooked up to the printer. 

6. Games are cheap and good. Many classic C64 games which have 
no equivalent on the PC, such as "Lords Of Midnight" and "Iridis Alpha" 
are now available from used software dealers and the many bulk 
stockists in the US and United Kingdom. 

5. It's a simple but well designed and reliable machine. Often a repair 
requires nothing more than a new fuse or a simple chip replacement. 

4. It's a computer hobbyist's dream machine. There are easy to 
program I/O ports, common mass produced components, many cheap 
books and a huge amount of technical articles in magazines. 

3. The easy to use screen editor and inbuilt BASIC promotes active 
experimentation with programming. 

2. GEOS. 

1. It's trendy to be In a misunderstood and heroic minority. 
















THE ultimate CP/M COLLECTION 

Encouraged by the acceptance of "CP/M Comer" column, and 
realising that one of the major problems faced by 128 users who 
choose to delve into the depths of CP/M ^ knowing where and how 
to acquire software, we have put together this massive collection of 
material covering some 30 X 1541 disk sides, or 8 X 1581 disks, and 
weVe made it available for only $40.00 

ALIVE! CLIPART COLLECTION #1 
A collection of Print Shop style images compiled from various 
sources, and pres^ted on 111 Fun Graphics Machine clip art 
screens. Each screen holds nine images. You will need FUN 
GRAPHICS MACHINE to utilise these. Comes with a printout of 
each graphic presented in a binder and at a total cost of only $22.50 

THE GEOZ COLLECTION 

A huge collection of GEOS shareware and PD items put together 
over the years by Artie Stevens at GeoZ BBS, and added to by 
myself and others. Includes more than twenty disk sides of GEOS 
applications, three disk sides of desk accessories, one of Auto execs 
and input drivers, three of fonts, and thirteen of art. FORTY disk 
sides for only $60.00 

THE PROGRAMMER'S CROSS REFERENCE GUIDE 

The definitive reference work for the progranimer who wishes to 
translate programs between the following platforms - C64, Cl28, 
and Phis 4. Available as a print out ^d presented in a three ring 
binder, or as a sequentiai file on disk for you to pant out at your 
leisure. 

Binden $15.00 
Disk: $7.50 

THE 1581 MASTERS COLLECTION 

A collection of 1581 utilities and files, supplied on a 1581 disk 
Ideal for owners of this drive or the new CMD FD series drives 
looking for utilities to help them get the most out of their equipment. 
$5 to subscribers $7.50 non-subscribers 

THE 1571 MASTERS COLLECTION 
As above, but for use with the 1571 drives. Includes programs to 
help you utilise your drive's ability to handle MS-DOS (tisks. 

$5 to subscribers $7.50 non-subscribers 

SAMMANTHA'S GRAPHICS GOES GEOS 

Yes, the popular Sammantha's Graphics in GEOS format, a must for 
those wishing to add a touch of Australiana to their GEOS 
documents. 

$5 

GEOS BORDERS 

by Norman B Gough 

A selection of borders fro use with GEOS. Two double sided disks 
for an unbelievable price of just $7.50 the set. 

CN GEOPAK #1 

A selection of GEOS items fresh from Q-Link in the States. This 
double sided disk contains FULL documentation for most files. Disk 
contents include: Poster Print, Change BSW, various Fonts, Printer 
Drivers, and graphics. Unpublish etc.. A must for any GEOS 
collection. 

$5 

CN GEOPAK #2 

The long awaited second disk in our GeoPak selection. Full 
documaitation is included. Two disk sides containing, amongst 
others: Mah Jong, DB Getfile, Fontloader, etc.. 

$5 


CN GEOPAK 128 

A double sided collection of GEOS PD exclusively for the 128 
$5 

ADVENTURE DISK #1 
The first of our adventure collections. 

$5 

ADVENTURE DISK #2 

The follow up to the successful Adventure Disk # 1 for the many 
adventurers out there 
$5 

INTERCHANGE 64 and INTERCHANGE 128 

Two disks devoted to specialised programs to help the translation of 
documents or graphics from other computer systems to the C64 and 
the C128 respectively. 

Sold separately at $5 per disk for subscribers, $7 JO non-subscribers. 

DEMO GRAPHICS TOOL DISK 
A collection of tools for the budding (and experienced) demo artist. 
$5 

DESOTO UTILITIES 

An excellent multi-drive operating system for the C64. Handles 
1541, 1571, 1581, CMD HD, and RAMLINK in any combination - 
EXCELLENT! 

$5 

GRAFIX GALORE 

Tom Stodire 

Subscribers to LoadStar will be familiar with Tom's Work 
This collection is priced at $ 10.95 and comes recommended. 

SAMMANTHA'S GRAPHICS 
By Sammantha Hayhoe 

Liking to add a touch of Australiana to your printed output? Here 
is a collection of true blue graphics for PrintShop users. 

$5 

SAMMANTHA'S GRAPHICS H 

By Sammantha Hayhoe 

52 new true blue Oz graphics and 67 brand new borders! 

VIDEO SHOP 

A multi featured graphics manipulation program capable of working 
with Print Shop, PrintMaster, lioodle. Koala and standard bit-map 
graphics. Comes complete with a disk of graphics and a disk of fonts 
and a detailed manual. 

$ 12.50 

MOUSE MATS - $4.95 each 

I now have a range of no-name chsk^tes in both 51/4" and 31/2" 
formats 

51/4" DS/DD - $5.50 per box(lO) $50 per 10 boxes(IOO) 

51/4" DS/HD - $10 JO perbox(lO) $95 per 10 boxes(lOO) 

31/2" DS/DD-$10.30 perbox( 10) $88 per lOboxes(lOO) 

31/2" DS/HD - $16.50 perbox(IO) $150 per 10 boxes(lOO) 

Disk Labels with write protect tabs - 100 for $2 

All items can be ordered from both 


Commodore Network 

C.N.P.D 

9 Wadeson St. 

44 Balfour St, 

Cobram 

Nailsworth, 

Victoria, 3644 

S.A., 5083. 


If ordering 1591 c^sks, ploaso remomber that orchrs for these can only be sorviced 
from the Cobram address. 

Don't forget our $2.00 post/packing charge. 































